





r T O He who readeth this I say Peace be thine. 

Herself hast chosen thee to begin the 
most compelling Quest of thy life... 

The Arena is but Chapter 1 of the Elder Scrolls, and ^ 

truly an epic fantasy. Spin around with 360° movement to face dangers from 
any direction 


use a unique combat control to leap, duck, slash with total 
freedom...and conjure up a bewildering array of life-saving spells. 

Wince at the sickening sound of a mace ripping flesh, and prepare 
yourself for the overwhelming sight of full-screen 3-D smooth scrolling 

Here is a colossal fantasy world, 
ll ^iicompassing generations of characters and 

cities and towns, where the realism is 
D powerful you may never escape Her depths.. 


AVAILABLE FOR 
PC & Compatibles 
(386 or higher). 




The Elder Scrolls, Arena and Bethesda 
Softworks are trademarks of Bethesda 
Softworks. All rights reserved. Marketed and 
distributed under licen.se by US Gold Limited, 
2/3 Holford Way. Holford, Birmingham. 

B6 7AX. Tel 021 625 3366. All rights reserved. 


PC SCREENSHOTS 


hints N ' tips call the gold phone line 

HIL SPELLJAMMER • EYE OF THE BEHOLDER III • VEIL OF DARKNESS • DARK SUN • EYE OF THE BEHOLDER • 

legend of oarkmoon (eye of the beholder ii) • dragons of flame • heroes of the lance • 

#■ Pul PROPHECY OF THE SHADOW TEL: 0839 654 1 39 OPERATION STEALTH • ANOTHER WORLD • 

FLASHBACK • CRUISE FOR A CORPSE TEL; 0839 654 384 LUCASARTS HELPLINE • LeCHUCK’S REVENGE 
(MONKEY ISLAND 2) • INDIANA JONES (LAST CRUSADE i FATE OF ATLANTIS) • ZAK McKRACKEN • MANIAC MANSION • LOOM • THE SECRET OF 
MONKEY ISLAND • X-WING • DAY OF THE TENTACLE TEL; 0839 654 123 INFORMATION LINE: 0839 654 124 • LEGENDS OF VALOUR 
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mainframe adventures led to graphic delights and the interac¬ 
tive movie. 


T en years ago, when I was an extremely lowly writer on a now-defunct 

weekly magazine, a Commodore 64 program called Beach Head landed 
on my desk and begged for attention on two initial reasons. Firstly, 
because it was an American program being published in the UK. which was a pret¬ 
ty novel concept at the time (perhaps the Atlantic was wider then), and secondly 
because the package was larger and the artwork considerably more professional 
than the norm. 

A third reason emerged once we'd loaded the game and began to play. Ten 
years on, I would hesitate to say. hand on heart, that Beach Head was better than 
anything else available at the time, but I do remember that the early US Gold 
games had a polish and sophistication that many games of that era lacked. 

Because US Gold has specialised in publishing adaptations of other companies' 
programs, it s easy to overlook just how great its contribution to the computer 
games industry has been. 

Anyone who owned a Commodore 64 ten years ago will remember that once 
upon a time it was considered a poor relation to the Sinclair Spectrum in terms of 
quality and quantity of software available. By licensing a wealth of American pro¬ 
grams and converting them to run from cassette. US Gold upped the stakes. 
Classic titles such as Summer Games and Impossible Mission were as good a rea¬ 
son to buy a C64 as any. 

It has also brought many games to the European public that would otherwise 
have stayed Stateside only for much longer, with many, if not most of the foremost 
US publishers making their first steps into Europe with US Gold. 

It has given high profiles to current affiliates including LucasArts and SSI. and 
has commendably championed specialists such as Velocity Software, with 
Jetfighter II, and specialist ranges, such as SSI's war gaming series, as well as 
bringing us sure-fire hits with the likes of Monkey Island, the Links golf games, or 
Eye of the Beholder. 

In ten years, US Gold has done more than its fair share to see the European 
games market grow from a back-bedroom cottage industry to the C800 million 
entertainment industry that it is today. Here's to the next ten years. 

Christina Erskine 
Editor, PC Review 
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TEN YEARS OF US GOLD 




Ten years of 

us Gold 

the story so far... It all started with £200 and a Atari 

800. Now it’s a publicly quoted company with 300 
employees. Geoff Brown tells Christina Erskine 
how it happened 
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T O survive ten years in the 
volatile computer games 
industry is something of an 
achievement in itself. That’s 
about as long as the market 
has existed, and in just that 
one decade it has changed out 
of all recognition. 

US Gold has marked its tenth birth¬ 
day by going public, or, to put it more 
correctly, the parent company 
Centregold, which encompasses the 
distributors Centresoft and PDQ as 
well as US Gold is now listed on the 
Stock Market, having been capitalised 
at £50.3 million. 

Centregold’s chief executive officer 
is also its founder. Geoff Brown is a 
musician turned teacher turned head 
of the UK games industry’s only pubhc 
limited company. Ask him what it is 
that he can do right that has taken US 
Gold to where it is today, and he’ll tell 
you that it’s talent-spotting. 

Not just an eye which picks out 
Velocity’s Jetfighter II as a potential 
winner when the company is still an 
embryonic outfit, or which picks up an 


PCR: Which have b een US 
Gold’s biggest-selhng games? 

GB; OutRun definitely; 
Leaderboard would be a close 
second, over all its formats. 


underrated Delphine Software in 
France and champions games such as 
Another World and Flashback; Geoff 
was talent-spotting successfully in his 
musician days when he played in a 
band. The band’s first drummer was a 
certain Carl Palmer, aged 16 and a 
half (Emerson, Lake, and Palmer); 
then, after they turned professional 
and Palmer had left they held audi¬ 
tions in London and took on a young 
man by the name of Mel Gaynor 
(Simple Minds). Whatever else Geoff 
Brown’s band did, they sure had some 
classy drummers. 

As with drummers, so with games. 
On his first foray to the US with a view 
to acquiring hcences to convert games 
to European formats, he inevitably vis¬ 
ited the large companies in and around 
Sihcon Valley, but also detoured sever¬ 
al hundred miles to a little known 
developer in Salt Lake City, Utah. The 
company was Access, the game was 
Beach Head, and it was US Gold’s first 
release. 

The US Gold tale really starts eleven 
years ago, when Geoff was simply the 
owner of an Atari 800 console, and 
frustrated by the fact that software for 
the machine was so difficult to get hold 
of. The only way he could buy the 
games he wanted was to write away to 
the US for them. Since these games 
were unobtainable in the UK, it 
occurred to him that he could sell them 


















here, so with £200 he bought a batch of 
Atari 800 titles, sold them for a bit 
more, bought some more games on the 
proceeds, and so Centresoft, now the 
UK’s biggest distributor of computer 
games, was born. 

Centresoft continued to speciahse in 
importing US games, but by 1984 it 
had hit a snag with the popular 
Commodore 64 format. The games 
arrived from the States on disk, but 
hardly anyone in Britain had a disk 
drive. Software was sold almost entire¬ 
ly on cassette. 

In order to sell Commodore 64 
games, they would need to be convert¬ 
ed on to tape. For this, Geoff needed 
both a licence from the original pub¬ 
lishers to do so, and someone in the 
UK to manufacture the tapes. 

“Can you imagine what it was like, 
asking all these American companies 
for the cassette rights to their games?” 
he laughs. “They thought I was crazy.” 


Just how crazy is defined by the pro¬ 
hibitive guarantees they enforced. 
“The US companies simply didn’t 
expect us to be around for very long, 
so they thought the advance we paid 
them would be their lot. I remember 
Datasoft wanted guarantees of 
$250,000 upfront for Zaxxon, which 
was a lot of money in those days.” 
(Actually, US Gold has hung around 
rather longer than Datasoft). 

As well as Beach Head and Zaxxon, 
the first trips to the US yielded Bruce 
Lee and Forbidden Forest from Cosmi, 
and Synapse’s Blue Max and Fort 
Apocalypse. From the beginning he 
wanted to establish an identity for 
these new cassette games, and having 
rejected Gold Hits, finally hit on US 
Gold: All American Software as the 
right name. 

Right from the start, US Gold made 
sure that it stood out in a market still 
dominated by small companies and 
one-programmer outfits. It put its 
games in big boxes with professional 
artwork. It took full page colour 
advertisements in the magazines as a 
matter of course. You, as the con¬ 
sumer, won’t thank the company for 
this, but it priced its games at £9.99, 
which was a good pound higher than 


most, but then it had to pay the guys 
from Psynapse somehow. 

The huge sales of Beach Head and 
Zaxxon in particular convinced the US 
software houses that Geoff Brown was 
indeed of sound mind and they began 
to come to him to ask to be taken on, 
rather than the other way around. To 
the extent, in fact, that US Gold could 
afford to be selective. 

“We have had to turn people down 
in the past, but then we’ve also spotted 
people and taken them on, because we 
liked the products. Velocity is a good 
example, and we expanded into 
Europe because we could see compa¬ 
nies like Delphine and Attic Software 
[in Germany] which had really good 
games.” 

Broderbund, MicroProse, Sierra, 
Origin ... they all made their 
European debuts through US Gold. 
And the more companies that came 
through the door, the more the service 
expanded. First, the 
Spectrum and 
Amstrad owners 
wanted to be able to 
play the games as 
well and since the 
American compa¬ 
nies had never even 
heard of the 
Spectrum or 

Amstrad, US Gold 
became a developer and did the con¬ 
versions itself. 

Next, the disk versions were too big 
to fit on a single cassette, so the con¬ 
versions and adaptations started going 
on double cassettes and of course had 
to be repackaged, and US Gold 
became more like a publisher. And 
then the French and German comput¬ 
er players wanted the games and the 
Americans certainly weren’t interested 
in translating manuals and packaging 
into foreign languages, so US Gold did 
that too and so it became an interna¬ 
tional publisher. And then Geoff 
Brown did another timely piece of tal¬ 
ent-spotting and invested in gaining 
rights to coin-op games. 

The coin-op conversion boom came 
just before — if not led to — the con¬ 
sole boom, and two platinum hits from 
that era were OutRun (over one mil- 
hon copies sold) and Gauntlet (not that 
far behind). US Gold published both of 
them. 

So, it would seem that if you want to 
know what’s going to be the next big 
thing in computer games, you could do 
a lot worse than to ask Geoff Brown. 

“We have several PC CD-ROM pro¬ 
grams in development, things are set 
up for release next year. In fact, we’re 


PCR: Which programs are you most proud to have 
pubhshed? 

GB: I) Beach Head — it was the first 

2) OutRun — our first big Christmas hit 

3) Olympic Gold — this is a funny one, I know, but we 
developed it ourselves and it sold over three quarters of 
a milhon on cartridge. 



setting up an external development 
company called Silicon Dreams, and 
investing really heavily now for 1995. 

“If there’s one big difference 
between the market now and the mar¬ 
ket ten years ago, it’s the level of 
investment needed. Because CD is so 
big, because you need to spend so 
much more in development costs for 
the graphics, the music, you have to be 
able to spend money upfront. You 
can’t just tell a developer to go away 
and write a CD-ROM game and expect 
him to come back two months later 
with one.” 

Now that US Gold, as part of the 
Centregold group, has gone public, 
that kind of investment is now accessi¬ 
ble to the company, so that it can go 
full steam ahead on projects for the 
future. And the success of Lucas Arts’ 
Rebel Assault has undoubtedly con¬ 
firmed for Geoff that PC and CD-ROM 
are the way forward. 

“The PC’s prospects are excellent. 
We’ve seen a 500% increase in the 
sales of CD software in just the last 12 
months — Rebel Assault must be the 
best-selhng CD game ever so far — and 
in the right situation the PC is the 
ideal home machine. It’s good for busi¬ 
ness, good for games, good for music if 
you’re into that, OK so it’s got a long 
way to go on the user-friendliness 
front, but it’s ideally placed.” 


PCR: What do you think you’ll be doing in another ten 
years’ time? 

GB: I hope I’ll be in the same industry, whatever the 
industry’s like. People will still want to play games at 
home, I’m sure, but whether that’s with personal hel¬ 
mets, on cable on a central server network, is impossi¬ 
ble to predict at the moment, but watch this space! 
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HISTORY OF ADVENTURES 


W 



A dventures are the dark secret 
of computer games. Almost 
every game you play, whether 
it be Streetfighter II or 
Ultima VII, owes a debt to a 
group of game fanatics in the 
late 1970s who laid the foun¬ 
dations of game design. 

Much of this pioneering work took 
shape in the misty halls and twisting 
passages of the adventure game format. 
That in itself is pretty odd, because of 
all the early game formats (shoot ’em 
up, platform game, maze game and the 
hke ...), the text adventure is the only 
one that hasn’t survived. In program¬ 
ming terms, the text adventure consist¬ 
ed of a module (called the parser) that 
scanned your typed command and 
matched it against a list of recognised 
commands. If it found a match, it dis¬ 
played a message. The usual game 
cycle, repeated until you’d performed 


all the required actions, was: 

1. Print a message (the ‘location 
description’) describing where the 
player is and what he can see. Then 
display a prompt. For example: 

You are in the Hall of the Mountain 
King. Stone columns rear up into the 
darkness. Exits lead North and South. 

2. The player types a command: for 
example, GO NORTH. If the program 
can make sense of it, it displays some¬ 
thing hke YOU GO NORTH, or else it 
responds with the dreaded I DON’T 
UNDERSTAND message. Finding the 
right commands was half the challenge 
(and the frustration) of adventures. 
Bad spellers didn’t get a look in. 

This sort of thing would go on for 
hours, until you’d explored all the 
locations, found all the objects, used 
them in the right ways and achieved the 
objective (KILL DRAGON WITH 
SWORD, perhaps). 


By the early 80s, one particular 
adventure had evolved into a gargantu¬ 
an accumulation of location descrip¬ 
tions and was regularly played on uni¬ 
versity computers around the world. 
Called Adventure, it led you on a mazy 
peregrination through underground 
caverns, solving puzzles, navigating 
twisty tunnels (confusingly described as 
“All the same”, effectively creating a 
maze), and even featured a brief cameo 
appearance by a dwarf and a wizard. 
The dwarf “hurls a dagger”; the wizard 
remained more enigmatic and was only 
ghmpsed across a chasm. 

Ironically, it was the great success of 
two particular adventure game innova¬ 
tions that contributed to the genre’s 
demise. First, The Hobbit, in 1983, 
introduced NPCs (non-player charac¬ 
ters, controlled by the program, but 
with which the player can interact). 
One fateful puzzle in The Hobbit 
involved an escape from the Goblins’ 
Dungeon. You could only get out by 
turning to your fellow prisoner and 
typing SAY TO THORIN, CARRY ME. 
In that moment, the character-based 
puzzle, which underlies many modern 
PC games was born. 

Second, the popularity of role-play¬ 
ing games introduced the idea of multi¬ 
ple player characters. This, together 
with NPCs, shifted the interest in 
adventures from object manipulation 
and flowery prose to more action-ori¬ 
ented relationships between the player 
and the characters in the program. 

Neither of these would have killed off 
the text adventure if it hadn’t been for 
the increased graphics power of home 
micros. Within two years, the adven¬ 
ture had bequeathed its concepts of 
game location, character interaction 
and fantasy environment to more 
action-oriented games, relying on ani¬ 
mated graphics, not lengthy prose, to 


Left, The Dig, 
which is due to 
be released by 
LucasArts in 
September, has 
been deisgned by 
none other than 
Steven 
Spielberg. 



of the interactive movie 


Adventures are once more leading the way into the CD age, and are now virtually unrecog* 
nisable from the text*based games of yore. Steve Cooke and Dean Evans find the key to 
unlock the secrets of the adventure game’s history 
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involve the player. The adventure 
industry’s last words were probably 
GO WEST. And it has ... 

But where exactly was WEST? As 
Zork veterans swapped stories over 
pints of ale, smiled at the mention of a 
‘grue’ and went misty-eyed over the 
babel fish problem in the Hitchhiker’s 
Guide, the adventure industry lurched 
into the age of the AG A. 

AGA sagas 

The Animated Graphic Adventure 
(AGA) provided adventurers with a 
new experience: an immediate and 
totally visual world. Like the TV, your 
computer was capable of providing you 
with pictures and developers began to 
move slowly away from producing pure 
illustrative adventures and incorporat¬ 
ed animations to reflect game action. 

With the launch of the IBM PC XT 
back in 1984, American designers 
began to concentrate on producing 
more graphically-orientated games. 
Using the XT’s blistering speed and 
‘advanced’ four-colour CGA graphics, 
the first true graphic adventure 
appeared when Roberta Williams (co¬ 
founder of Sierra) released Kings 
Quest, a game derived from an old 
Apple game called Mystery House. 

During the mid 1980s Sierra contin¬ 
ued to pioneer the non-textual AGA 
and as CGA was replaced by 16-colour 
EGA, the California-based company 
produced successful Kings Quests, 
Space Quests and Pohce Quests by the 
bucketload. Like the early illustrated 
adventures such as The Hobbit and 
embryonic AGAs like the classic 
Valhalla, these games stiU rehed on the 
adventurer typing in commands, but 
when Maniac Mansion and SCUMM 
appeared in 1987 the adventure mould 
was broken once again. 

George Lucas’ software offshoot 
LucasFilm entered the adventure arena 
with a revolutionary new game system. 
Maniac Mansion itself was nothing real¬ 
ly special but the game engine is crucial 
to the development of the AGA in that 
it was the first game to use the SCUMM 
(Script Creation Utility for Maniac 


Mansion) development system, a system 
that became the basis for Monkey 
Island, Sam and Max and the wonder¬ 
ful Day of the Tentacle. 

The new AGA, as represented by 
Maniac Mansion, was championed as 
the adventurers’ Holy Grail, that elu¬ 
sive blend of puzzles, animated graph¬ 
ics, and music. If you wanted your 
character to walk around, you didn’t 
type “WALK”, you simply choked your 
mouse pointer on the place that you 
wanted to move to. It was an easy and 
idiot-proof system and the SCUMM 
style of presentation fast became the 
standard adventure format — used in 
games hke Simon the Sorcerer, Legend 
of Kyrandia and the Sierra Quests. 

It seems that now there are as many 
interface systems as there are games 
themselves, all so that the player 
shouldn’t have to type to make the 
onscreen character, be it a Guy brush, 
a Zanthia or a Sonny Bonds, perform 
actions and move the story along. 


Now in games like Sam ami Max even 
thes on-screen text command.s have 
vanished, supplanted by icons and 
’’smart’ cursors where you click the 
mouse button to cycle the cursor 
through the various actions of walking, 
getting, looking and so on. 

Is the loss of the text adventure a 
major one? The cerebral conundrums 
of the old text adventures have been 
replaced by the “use object A with 
object B to get desired result C” men¬ 
tality and modern adventures seem to 
concentrate more on plot and narrative 
energy rather than on the difficulty 
level of individual problems. Modern 
adventures require much less in the 
way of lateral thinking and can often be 
solved by simply trying every possible 
combination of objects in every possi¬ 
ble location. 

However, the advent of CD-ROM has 
a premier format for adventures could 
raise the stakes again. CD-ROM games 
can use greater amounts of animation, 
lavish cut-scenes and crisp digitised 
speech instead of text boxes. Once 
sophisticated presentation has become 
commonplace, it should be the ingenu¬ 
ity of the play that makes a game stand 
out from the crowd again. With CD fast 
becoming a standard and games like 
Under a Kilhng Moon and The Dig just 
around the corner, the adventurer’s lot 
is once again, a fascinating one. 


Maniac Mansion, 
far left, and The 
Hobbit, left, are 
two of the most 
influential adven¬ 
tures in computer 
game history. 


With CD-ROM 
fast becoming a 
premier format, 
the AGA’s pre¬ 
sentation is 
becoming ever 
more cinematic, 
as in Access’s 
forthcoming 
Under a Killing 
Moon, below. 
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Reaching 

for the moon 



The brief: to create a game which would break the mould for 
computer games, with better graphics than ever seen before, 
greater playing flexibility, and a plot as 


multi-layered and sophisticated as that 
in a novel. The result: Under a Killing 
Moon. Christina Erskine visited 
Access’s headquarters in Salt Lake City 
to see for herself 

The locations are 
enhanced by pro¬ 
grammed light 
sourcing for 
added atmos¬ 
phere. 
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A ccess president Bruce Carver 
thought a pretty good job had 
been ilone with the compa¬ 
ny’s ‘interactive movie’ style 
adventure Amazon, but what 
he really wanted was a title 
that would break new grund 
in games techn<»logy. 

His team of writers and designers sat 
down to set out precisely what they 
would want from a ground-breaking 
interactive movie and came up with the 
following criteria; a virtual reality 
approach to play which would mean 
you could go anywhere from a first 
person viewpoint; a high degree of 
interaction and gameplay, rather than 
‘watch a movie, press a key’; perfor¬ 


mances from playing characters of a 
professional standard; and a plot and a 
standard of writing in dialogue and 
description which would come up to the 
same level. 

This ambitious project has been 
realised as Under a Killing Moon, a 
game set in the future in which you 
play bumbling private eye Tex Murphy 
(who featured in Access’s earlier Mean 
Streets and Martian Memorandum). It 
does indeed use professional actors, it 
has 3D rendered graphics throughout, 
it has contracted an award-winning 
musician for the sound effects and 
music. It tells a tale of deep conspiracy 
in high places. It will just about 
squeeze on to three CD-ROMs. The 
further the project has developed, the 
more Access believes that it just might 
have pulled off what it set out to do. 

“I don’t even regard this as a game 
any more,” says Under a Killing 
Moon’s designer Chris Jones. “It’s sim¬ 
ply a form of entertainment.” 

The screenplay has been written by 
Access insider Aaron Connors, who has 
worked hard to bring a new level of 
realism to the characters and a new 
professionalism to the script. “We 
wanted to create the ultimate enterat- 
inment,” he says. “It’s got the plot, 
which books have; it’s got the visual 
impact, which movies have, and it’s got 
the interaction, which you associate 
with games.” 

The actors recruited may not be 
Hollywood megastars, but are all 
acknowledged as fine, exj)erienced 
actors. Brian Keith isn’t as well known 
in the UK, but appeared in Young 
Guns as well as his regular slots on US 
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TV shows. Margot Kidder is of course 
best known as Lois Lane in the 
Superman movies, and Russell Means 
was the last Mohican in the film star¬ 
ring himself, Daniel Day Lewis, and 
Madeleine Stowe. 

Kidder plays a world-weary, brassy 
barmaid who treats Murphy the pri¬ 
vate eye with a cynical disdain and a 
succession of one-liners. Brian Keith 
appears in the game’s opening and 
closing stages in a narrative role, while 
Russell Means plays the ‘chameleon’, a 
shape-shifting character of sinister 
intent. His character has enabled 
Access to show off some very neat mor¬ 
phing effects as Means ‘melts’ into an 
inanimate object and then back to 
being Russell Means again. 

For the main character, Tex 
Murphy, you can’t employ just anyone 
to play the part. So Chris Jones has 
been brought back to repeat his perfor¬ 
mance in Martian Memorandum and 
Mean Streets. “He needs to be very 
deadpan most of the time, he’s a 
stooge, a foil for the others to act 
around,” explains Access’s in-house 
thespian of his pivotal role in the game. 

All the actors were filmed perform¬ 
ing their lines against a blue 
Chromakey background. The resulting 
film was digitised into a computer file 
and the actors cut out from the back¬ 
ground. These cut-out files can then be 
placed over computer backgrounds 
and retouched by the programmers. 

The backgrounds also needed to be 
highly reahstic: no-one would ‘beheve’ 
in Access’s virtual world if Russell 
Means stood in a room made up of 
blocky pixels. So the team took 
Autodesk’s 3D Studio software and 
added some of their own in-house ren¬ 
dering utilities (“we felt 3D Studio 
could look a bit sterile if used through¬ 
out the game,” says Jones) to create the 
solid 3D photorealistic look, complete 
with hght sourcing and shadows to add 
further depth to the perspe<*tive. 

This attention to bringing the game 
to a standard that would stand c(»m- 
parison with other entertainment gen¬ 
res continues with the treatment of the 
sound effects and music. The sound¬ 
track to Under a Killing Moon has been 
written by 1.5-time CLEO award winner 
Larry Bastian. (The CLEOs are awards 
made by the US advertising industry.) 

As for the game itself, the screen is 



divided between the graphics window 
which takes up around two thirds of 
the screen and the control buttons on 
the other third. So the impression is 
definitely that you are watching a film 
— or watching the game on television. 
When Access talks about the game 
world being behevable, it’s asking you 
to believe in the world, not to believe 
that you are in the game world. The 
mouse-controlled buttons enable you to 
move in any direction, pick up items, 
talk to other characters, and so on. 

When you embark on a conversa¬ 
tion, you’ll generally choose between 
four possible remarks to make, but 
exactly what Tex comes out with won’t 
always be written on-screen — you’ll 
choose between a ‘sarcastic’, ‘friend¬ 
ly’, ‘interrogative’ or ‘threatening’ 
remark, or rejoinder, for example. 
This approach means that you can 


decide at the outset that you will play 
Tex as a forceful hard-man, or go for 
the goofy, humorous angle — which 
you’ll find he’s inchned to do anyway. 

One of the original aims behind the 
game was that the player should be able 
to move freely. If there’s a door, you 
should be able to go through it and find 
a room behind. If there’s a desk with 
drawers, you should be able to open 
them, or look under the desk, and so 
on. However, it’s not so much an exam¬ 
ine everything, ‘use everything with 
everything else until yoii come up with 
the right combination’ type of game — 
although there are puzzles Uke that — 
as one where you need to talk to every¬ 
one and pick up clues in conversation. 
Oh, and trust no-one. 

Under a Killing Moon is due for 
release in June. It will available on CD- 
ROM only, and will cost £59.99. 


The actors are 
originally filmed 
against a plain 
background,then 
‘placed’ on the 
computer-gener¬ 
ated backdrop. 
Top left: Margot 
Kidder gets into 
character as the 
world-weary bar¬ 
maid. 




- * ^ m. * 






The interiors 
have been creat¬ 
ed with 

Autodesk’s 3D 
Studio and ren¬ 
dering utilities 
developed by 
Access itself. 
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Dean Evans has forgotten more things about LucasArts’ games 
than most people ever knew. As a Sam and Max graduate, with 
a PhD in Day of the Tentacle, he’s eminently qualified 
to explain here just why these games were 
two of the very best adventures of last year 



F or many people, The Secret of 
Monkey Island and its equally 
superb sequel, LeChuek’s 
Revenge, are the yardsticks 
against which all other adven¬ 
tures must stand up and be 
judged. Monkey Island’s pub¬ 
lisher LucasArts has an impres¬ 
sive record when it comes to producing 
graphic adventures, and it’s fair to say 
that nobody was the least bit surprised 
when Day of the Tentacle appeared, an 
adventure that blended cartoon quality 
animation with digitised speech, stereo 
sound and a very quirky storyline. 

Ah yes, the plot ... five years after 
the events of the original Maniac 
Mansion, Doctor Fred Edison’s mutant 
creations, the tentacles, are getting a 


bit out of hand. Purple tentacle has 
taken a sip of the highly toxic sludge 
that belches out of Doctor Fred’s lab 
and has mutated into an evil genius 
hellbent on taking over the world. 

Fearing for his life, green tentacle 
sends a desperate plea for help to his 
old friend Bernard who, together with 
his pals Laverne and Hoagie, travel to 
the mansion and free the captured ten¬ 
tacles. Purple tentacle jumps off into 
the darkness, laughing in the sort of 
way that only evil geniuses who want to 
dominate the world and throw all 
humans into humiliating slavery can. 

The only way that this disaster can 
be avoided is to send the hapless trio 
back in time to switch off the pollutant 
before purple tentacle can drink it. As 
luck would have it. Doctor Fred has 
just finished putting the finishing 
touches to his patent Chron-O-Johns, 
small time-travelling machines. But it 
all goes wrong and the team are split 
up; Bernard remains in the present, 
Hoagie gets zapped 200 years into the 
past and Laverne ends up stuck in a 
kumquat tree 200 years in the future. 

As you can see. Tentacle is familiar 
graphic adventure fare and by clicking 
on small icons in the bottom right of the 
screen you can switch between Hoagie, 
Laverne and Bernard at will, tackling 
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the problems and puzzles in each of 
their time zones. And this is where it 
all gets rather clever because if you do 
something in the past it affects the pre¬ 
sent; if you do something in the present 
it has a knock-on effect in the future. 
For example, if you cut down the httle 
kumquat tree in the past it follows that 
it won’t exist in the future for Laverne 
to get stuck in. 

Objects can also be passed through 
time to solve various problems. Need 
some vinegar? Simply nip back to the 
past, pop a bottle of wine into a time 
capsule and then open the same cap¬ 
sule up in the future. 

Overall, the graphics are superb 
with large, beautifully animated char¬ 
acters and a peculiar funhouse style, 
where walls, floors and furniture slope 
off at impossible angles. Frankly, the 
fact that it isn’t the most difficult 
adventure in the world simply doesn’t 


ed by cartoonist Steve Purcell, Sam 
and Max are freelance police, a suc¬ 
cessful dog and rabbit crimefighting 
duo that fit neatly into a bizarre world 
of Bigfoot conventions, molemen and 
beer-swilling pigeons. If you thought 
DOTT was unusual, it is nothing com¬ 
pared to Sam and Max. 

Like DOTT, the Sam and Max plot 
is — let’s put this pohtely — strange. 
After defeating a mad, robotic scientist 
in the obligatory animated intro, Sam 
and Max receive a call from the police 
commissioner regarding the mysterious 
disappearance of Bruno the Bigfoot 
and Trixie the Giraffe-Necked Girl 
from the famous Kushman Brothers 
Carnival. 

An innocent visit to the Carnival is 
the beginning of a surreal investigation 
that will take them right across 
America, passing through every two- 
bit tourist trap around including The 



three students 

tentacle? 




matter, when the playing experience is 
this good. Incidentally, not only do you 
get the original Maniac Mansion game 
with it, but the CD-ROM version 
boasts full digitised speech, so if you 
have a CD-ROM drive, make sure you 
buy this version. 

If playing Day of the Tentacle wasn’t 
enough to keep PC adventurers satis¬ 
fied, Lucas Arts was quick to follow it 
up with the equally stupendous, but 
much trickier, Sam and Max Hit the 
Road. Based around characters creat- 


World’s Largest Ball of Twine, the 
Celebrity Vegetable Museum, and the 
Mount Rushmore Prehistoric Bungee 
Cavalcade. Oh, and there are puzzles 
galore as well. 

If you liked the look and feel of 
DOTT, you’ll no doubt love Sam and 
Max Hit the Road. The game features 
a very similar visual style, some excel¬ 
lent animation and a funky sound¬ 
track. Like Tentacle, it’s packed with 
verbal and visual humour and uses a 
hugely overhauled control interface. 


Instead of the familiar SCUMM sys¬ 
tem used in DOTT and Monkey Island, 
the usual row of verbs has been 
replaced by a ‘smart’ cursor and a new 
‘pop-up’ icon system. The smart cur¬ 
sor has five main icons that cover 
movement, object manipulation, look¬ 
ing, talking and using and you click the 
mouse button to cycle through them. If 
you want to ask a question, choose the 
talk icon and click on the “?” to 
kickstart the conversation. If a 
character has anything relevant 
to say the appropriate icon will 
appear in the dialogue box. 

Sam and Max is a little more 
adult-orientated than DOTT (yes, 
really!). The puzzles are trickier 
and the whole thing will take even a 
hardened adventurer a lot longer to 
complete. Tentacle may be an interac¬ 
tive cartoon but 
Sam and Max is 
a true graphic 
adventure. Of 
course, the CD- 
ROM version 
features full 
digitised 
speech as well. 


Both games cost 
£42.99 on disk, 
and £45.99 on 
CD-ROM, and are 
available from all 
good software 
retailers. 







Adventure games from 



Apart from Sam and Max, and Day of the Tentacle, 
there are many more adventure games in the US 
Gold stable, such as the Monkey Island series, or the 
graphically stunning games produced by French 
developer Delphine. Check out the titles listed for 
some great titles to add to your collection 



Flashback 

Delphine 

£37.99 

To call this a platform game would lend 
it all the wrong connotations, so, 
despite the fact that this action adven¬ 
ture takes place over a series of ledges, 
raised pathways, lift shafts and, well, 
platforms, we’ve included it in this sec¬ 
tion. It is, after aU, very much a think¬ 
ing person’s platform game, and there 



“I was hooked from the moment Conrad picks 
himself up from the ground^ because the 
animation of the central character is, quite 
simply, stunning” 

John Bennett, Issue 20. 


is plenty of puzzle-solving and explo¬ 
ration along the way. 

But Flashback’s main claim to fame 
is in the breath-taking quality of the 
graphics and animation. Our hero, 
Conrad Hart walks, runs, stumbles and 
clings to ledges in a wonderfully life¬ 
like way, thanks to the painstakingly 
Rotoscoped graphics — where the 
movements of an actor are digitised 
and retouched for the computer screen. 

The story behind Flashback will 
engage you as well. In 2142AD, Conrad 
invented a machine capable of 
analysing the molecular structure of 
any hving creature. Using it, he discov¬ 
ered that several top-ranking humans 
were actually aliens in disguise, and 
anxious to keep their secret, these 
aliens kidnapped him, and wiped his 
memory clean. Conrad escaped, but he 
needs to recover his memory and foil 
the ahens’ plans for global destruction. 

His travels take him from the jungle, 
where he wakes up at the beginning, 
through cities and interiors, over six 
main game levels. And the aliens are 
always hard at his heels. When he sud¬ 
denly comes across a stranger sneaking 
up behind him, ‘shoot first’ is much the 
best pohcy. 

Challenging and varied. Flashback is 
a fine example of how superior graphic 
presentation Hnked with a satsifyingly 
structured plot can make a great game 
out of an essentially simple playing 
technique. 


TECHSPEC 

Minimum PC: 286 (i6MHz recommended) 
Memory requirements: 640K RAM, 550K free 
conventional RAM 
Graphics: VGA 

Sound: Sound Blaster, Ad Lib 
RATING: 8 

Reviewed PC Review Issue 20 

LeChuck’s Revenge: 
Secret of Monkey 
Island 2 

LucasArts 

£35.99 

Few sequels genuinely improve on the 
original, so Monkey Island veterans 
played LeChuck’s Revenge with an 
increasing sense of relief and delight. 
Monkey Island 2 has all the humour, 
all the clever touches, and an unusual 
and absorbing storyline whose pace 
never flags. 

Guybrush Threepwood, the would- 
be pirate from the original game, is 
searching for the ‘big whoop’ a leg¬ 
endary piece of missing treasure, for 
which he needs to find four pieces of a 
map which will disclose its location. To 
find the map he needs to travel across 
an archipelago of islands encountering 
sub-plots and mini-quests on each 
along the way. He’ll also find that 
hanging on to the beard of LeChuck, 
the pirate he defeated in the first game, 
was definitely a mistake, when the 
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“The comic adventure that all 
other publishers would like to 
emulate, if not outdo” 

Top 100 Games 1993, Issue 25 

beard is stolen by LeChuck’s cronies 
who use it to revive the body of their 
leader ... 

LucasArts’ proprietary SCUMM"' 
interface makes playing the game more 
or less intuitive, the graphics are as 
quirky and distinctive as the original, 
and the whole affair is peppered with 
in-jokes — some of which require you 
to know the first game before you 
understand the gag — and absurd 
humour. Even better, you can play in 
‘easy’ mode, or at a greater difficulty 
level, which means that you can set it 
for just the right degree of challenge 
without getting bogged down. A tour de 
force. 

TECHSPEC 

Minimum PC: 286 
Memory requirements: 640K 
Graphics: EGA, VGA 
Sound: Roland, Ad Lib 

RATING: 9 

Reviewed PC Review Issue 3 

Indiana Jones and 
the Fate off Atlantis 

LucasArts 

£37.99 disk, £45.99 CD-ROM 

It may not be based on an Indiana 
Jones film, but Fate of Atlantis certain¬ 
ly doesn’t suffer from the lack of a 
licence. Indy teams up with old col¬ 
league Sophia Hapgood to foil a group 
of Nazis who are close to discovering 
the lost world of Atlantis. The game- 
play, which uses LucasArts’ acclaimed 
SCUMM™ playing interface, puts you in 

“A triumph of game design, 
storytelling and out-and-out 
playability” 

Paul Presley, Issue 11 



charge of both Indy and Sophia — who 
you can spht up and control separately 
in different locations — with a host of 
nicely-judged puzzles to solve before 
the game’s chmax on Atlantis itself. 

The game is remarkable for a num¬ 
ber of reasons. The cinematic style of 
the graphics and animation is smooth 
and atmospheric — which adds authen¬ 
ticity to the many real world locations, 
such as Monte Carlo and Algiers. The 
LucasArts’ music system, iMUSE ", 
which makes the music change depend¬ 
ing on what the player is doing at the 
time (creepy crescendo for danger situ¬ 
ations, tinkly background for just 
walking along, and so on) is used to 
excellent effect. Many of the puzzles 
have multiple solutions and there is 
more than one way to make progress 
through the game and arrive at Atlantis 
successfully. Finally, the quahty of the 
storyteUing is such that Indy is one of 
the very few computer game characters 
who actually appears to have a person- 
ahty rather than just being an animat¬ 
ed blob. 

If you have a CD-ROM drive, the CD 
version also has over 8,000 Hnes of spo¬ 
ken dialogue to supplement the on¬ 
screen text — even more atmosphere 
for your money. 

TECHSPEC 

Minimum PC: 286 

Memory requirements: 640K 

Graphics: MCGA, VGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: 9 

Reviewed PC Review Issue ii 

Loom 

LucasArts 

£45.99 CD-ROM (disk version 
available from Kixx XL, £14.99) 

Bobbin Threadbare is a weaver in a 
mediaeval fantasy world in which the 



“A bold attempt to steer 
graphic games away from their 
nerdy fascination with obscure 
puzzles” 

Chris Crawford, game designer. 
Classic Game of the Month, Issue 20 

ancient guild members have all been 
turned into swans. However, Bobbin 
finds a magic distaff, which apart from 
playing tunes, performs magic. The 
more progress Bobbin makes in the 
game, the more sophisticated his magic 
powers. Eventually he may be able to 
restore his fellow guild members. 


The plot is undeniably quirky, but as 
LucasArts’ first ‘talkie’ in which all the 
dialogue is actually spoken rather than 
written on-screen, it’s remarkable to 
see how the spoken elements lift the 
game’s atmosphere so that Bobbin’s 
adventures have a unique whimsical 
charm. Written by the master story¬ 
teller Brian Moriarty, Loom is a very 
modern fairy tale. 

TECHSPEC 

Minimum PC: 386 with CD-ROM drive 
Memory requirements: 640K 
Graphics: VGA 

Sound: Sound Blaster, Ad Lib 

RATING: NOT REVIEWED 

The Secret off Monkey 
Island 

LucasArts 

£45.99 CD-ROM (disk version 
available from Kixx XL, £16.99) 



“Plenty of good jokes and lashings of 
yo-ho-ho and bottles of rum” 

Top 100 Games 1993, Issue 25 

Young Guybrush Threepwood wants to 
become a pirate, but before the estab¬ 
lished Caribbean buccaneers will let 
him join their ranks he has to prove 
himself on a number of quests. 

Anyone who has heard anything of 
the classic Monkey Island games will 
want to try out the original for them¬ 
selves. Monkey Island caused a stir 
when released in 1990 for its fresh and 
ridiculous humour, the innate appeal 
of the central characters, the absurdity 
of some of the puzzles and the originah- 
ty of the storyline. Add to this the 
unusual caricature-like graphics, 
creepy sound effects, and terrific 
calypso soundtrack, and you can see 
why LucasArts had a sure-fire winner 
on its hands. 

TECHSPEC 

Minimum PC: 286 with CD-ROM drive 
Memory requirements: 640K 
Graphics: VGA 

Sound: Sound Blaster, Ad Lib 

RATING: NOT REVIEWED 
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HISTORY OF ROLE-PLAYING GAMES 
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Left, the original Eye 
of the Beholder, 
programmed by 
Westwood 
Associates, was the 
first game of its kind 
to appear on the PC. 



In search of the 

ultimate quest 


B ack in the early 70s, Gary 
Gygax created a game called 
Dungeons and Dragons. 
Dungeons and Dragons (D&D) 
was remarkable because, 
unlike other table-top games, 
it did without a conventional 
board and pieces: all that was 
needed to play was an instruction man¬ 
ual, a collection of oddly-shaped dice 
and fertile imagination. 

The game could be played by three 
or more people, including a referee or 
‘dungeon master’. The dvingeon mas¬ 
ter’s job was to design a scenario in 
accordance with the game rules, 
including drawing maps which would 
later be revealed to the players as they 
explored the dungeon. 

As home computing became more 
widespread! we began to see the appear¬ 
ance of several com[>uter-based RPGs. 
The ma|>s., scenarios and puzzles were 
all generated! by the coiufuiter prd)gram 
aiidl sd) a dungd*d)n master was nd)t nec¬ 
essary. Early PC RPGs such as Hack, 
Omega and! Rd>gue were extremely 
basic. The jdayer (*d)ntrd)lled a text 
d harad ter (usually an @-sign) ard)und a 
dhingdM>n madie up d)f hashes and! dots, 
while pursued by lUdjnsters represented! 


Role-playing games are second only to flight sims in terms of 
popularity. Cal Jones traces their history, from pen and paper to 
the stunning graphic spectaculars of today 
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by various letters of the alphabet. 
Although lacking visual frills, these 
games retained many of the features 
seen in contemporary RPGs, such as 
dungeon exploration, quests, hit 
points, statistics and character classes. 
Despite being restricted by the PC’s 
primitive graphics and sound, games 
such as these were still tremendous 
fun. It was a start. 

Officially licensed 

More sophisticated games began to 
appear soon after. Strategic 
Simulations Inc (SSI), formed in 1979 
by Joel BiUings, entered the RPG mar¬ 
ket in 1984 with games such as 
Wizard’s Crown, Questron and the 
Phantasie series. Three years later, 
SSI acquired the licence from role- 
playing speciahst TSR to produce offi¬ 
cial AD&D games on computer. The 
first game. Pools of Radiance, 
appeared in 1988 and was extremely 
faithful to the AD&D rules. It was well 
received by fans of the original pen and 
paper games, for its faithful recreation 
of the statistics, character development 
and turn-based combat found in pure 
D&D games. 

Consequently, games began to 
appear which placed more emphasis on 
plot and atmosphere. Origin, founded 
by Richard Garriott (aka Lord 
British), has enjoyed incredible success 
with its Ultima series due to the games’ 
richly detailed settings and compeUing 
story hnes. Ultima’s popularity contin¬ 
ues to this day: it is now into its eight 
installment and has spawned several 
spin-offs. 

Another factor which influenced the 
direction of RPGs was the development 
of the first-person perspective game, 
where the playing area is seen as if 
through the eyes of your characters, 
which makes it a more involving and 
believable experience. The very first 
game to provide this viewpoint was 
Dungeon Master, originally only avail¬ 
able on Atari ST and Amiga. The first 
on the PC was SSI’s graphically supe¬ 
rior Eye of the Beholder. Eye of the 
Beholder had a broader appeal than 
SSI’s other AD&D games, and still 


stands as one of the few ‘crossover’ 
RPGs, ie, a role-playing game enjoyed 
by many people who would not nor¬ 
mally have thought of buying a game of 
this type. It was an instant success, so 
it was hardly surprising when two 
sequels followed. Other companies 
were quick to release their own ver¬ 
sions: Sir-Tech’s Wizardry VII, and 
New World Computing’s Might and 
Magic series fit into this category. 


Arena and SSI’s Ravenloft. The third 
person, top-down view games are still 
popular (SSI’s Dark Sun and Origin’s 
Serpent Isle appeared last year) but 
the trend towards first person perspec¬ 
tive, ‘swivel’-scrolling games seems 
likely to continue for some time. 

And what of the future? The advent 
of CD-ROM means that graphics are 
going to be even more spectacular 
because CDs can hold far more infor¬ 
mation than a floppy disk. However, 
sheer size is unlikely to alter gameplay 
to any extent. The increasing populari¬ 
ty of network and modem gaming has 
deeper implications, and multi-player 
games could be the next big thing. 
Travelling around a dungeon with a 
party of human-controlled characters 
could make games a lot more interest¬ 
ing, and would mark a return in one 
way to the days of pen and paper 
games when role-playing was more of a 
social activity. 

And then there’s Virtual Reality. 
With home VR just around the corner, 
it might not be long before we don our 
headsets for the ultimate role-playing 
experience. Still, whatever happens, 
RPGs are here to stay. 


Legends of Valour was 
US Gold’s answer to 
Ultima Underworld. 

Set in Mitteldorf, a 
‘virtual’ town with ‘vir¬ 
tual’ people, each 
character had their 
own lifestyle and per¬ 
sonality. 


The development of the first-person 
perspective game hasn't stopped there, 
however. These days, smooth-moving, 
multi-directional scrolling games in 
which you can look up or down, climb 
stairs, swim or even fly are the games 
which are consiilcred state of the art. 
as opposed to ‘flick-scrolling*, in 
which, if you look left, the screen is 
simply replaced by the new leftward 
viewpoint. Pioneered by Ultima 
Underworld, this supplement features 
multi-directional scrolling games such 
as Bethesda Softworks' Elder vScndls: 




Right: Dark Sun is 
SSI’s latest AD&D 
game. It uses a new 
game engine and, 
although based on 
AD&D rules, is set in a 
different game world. 
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in season 

SSI has a role>playing track record second to none, while 
Bethesda Softworks is a novice at the art of orc*combat. Yet both 
have innovative, in*depth RPGs out this spring ... 




Above: Elder 
Scrolls features a 
variety of loca¬ 
tions, each with 
its own weather. 
Left: Ravenloft 
will be SSI's last 
collaboration 
with TSR. 
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T he increasing sophistication 
of PC hardware and higher 
expectations of games play¬ 
ers mean that developers can 
never rest on their laurels. 
Two of US Gold’s American 
affiliates have taken a radi¬ 
cal look at the role-playing 
genre — with different results. 

From SSI. Ravenloft hoasts a new 
playing interface which is designed to 
he the successor to the company’s 
phenomenonally successful Eye of the 


Beholder series. Your AD&D-based 
Transylvanian quest involves vam¬ 
pires and a Victorian Gothic theme 
and the whole project has grown to 
the extent that the full finished game 
will take up no less than 80Mb — 
hence its initial release on CD-ROM, 
with a cut-down disk version following 
a few weeks afterwards. 

At first glance, the enhancements 
over the look of the Beholder games 
are apparent. The picture window is 
twice the size of that of Eye of the 
Beholder, and the graphics are drawn 
in a proprietary SSI ‘medium resolu¬ 
tion’ mode of 320 x 400 pixels, for a 
more detailed look, as the pictures on 
this page confirm. 

The cinematic scenes have been ren¬ 
dered in 3D Studio, with light sourc¬ 
ing effects added for greater atmos¬ 
phere. These scenes will be animated 
on the CD-ROM version, but will 
appear as still tableaux in the disk 
release. Also making the game more 
atmospheric are the digitised voices 
and narration, accompanied by over 
300 digitised sounds, following on 
from the effects which made playing 
Eye of the Beholder Ill an aural expe¬ 
rience! 

Players should relish the 80 non¬ 
playing characters to interact with 
and youTl need to be nimble on your 
feet since all the fighting in Ravenloft 
is in real time. 

SSI has also paid attention to 
automapping — a feature absent from 
the Beholder series — and has provid¬ 
ed a ‘line of sight’ automap in 
Ravenloft. This means that when you 
access the separate map screen, the 

















explore — and in all sorts of weather! 
Arena features snow, rain and even 
visible fog. In fact, you could almost 
fool yourself that you had tumbled 
into the middle of a vast soap opera 
— in Arena, you’ll need to get a job, 
find accommodation, go shopping, 
observe local customs and the nation¬ 
al holidays. 

There are 18 classes of character 
and eight distinct races, and the game 
has a vast, fully implemented magic 
system. There are 2,500 magical items 
available and the Spellmaker program 
means you can make use of thousands 
of spells from 80 combinahle elTects. 

In combat too, moves are varied 
and flexible: you can circle, jump, 
duck, thrust, slash and cut your 
opponent rather than simply bashing 
him into submission. 

For its role-playing debut, 
Bethesda announced publicly that it 


areas charted for you include not only 
the places you have actually visited, 
but those visible to you at any point in 
the game so far, which should make it 
easier to orientate yourself. 

The Elder Scrolls 

Bethesda Softworks has taken a slight¬ 
ly different tack for The Elder Scrolls: 
Arena, its first role-playing game. 
This takes the first person perspec¬ 
tive, 360 degree scrolling route to pre¬ 
sentation, and Bethesda believes its 
experience with simulations (it pro¬ 
duced the acclaimed Wayne Gretzky 
Hockey series) has enabled it to come 
to the role-playing genre with a fresh 
approach. 

Bethesda has concentrated on the 
size of the playing world and the 
depth of play to make Arena distinc¬ 
tive. The versatility of the game engine 
means that Arena breaks away from 
the linear nature of many role-playing 
games: you can concentrate on explo¬ 
ration, or combat, or honing your 
magic skills without being pushed into 
the specific course of action demanded 
by the plot. 

Company head Christopher Weaver 
says tha t, as well as the usual bug 
testers, the company has employed 
more than a dozen acknowledged role- 
playing experts in beta-testing. Each 
of those who spent 300 hours complet¬ 
ing the game reached the end by a 
slightly different route. 

The game takes place both above 
and below ground, with over 400 
cities, towns and villages to visit and 


Elder Scrolls 
(above and bot¬ 
tom ledt) has a 
fairly tradittional 
fantasy scenario, 
featuring skele¬ 
tons, goblins and 
demons, whilst 
Raven loft (top 
left and right) 
explores the vam¬ 
pire myth. 


intended to throw the gauntlet down 
to the RPG specialist publishers and 
arrive in the market with style. The 
outcome can only be good for role- 
playing aficionados, since the two 
games featured here are different 
enough in apf►roach to he complemen¬ 
tary. while taking the genre to new 
levels of depth of gameplay and pre¬ 
sentation. 
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ROLE-PLAYING GAMES 


w 



Dark Sun: Shattered 
Lands 

SSI 

£45.99 

Part of SSI’s famous Advanced 
Dungeons & Dragons series, Dark Sun 
was also the first to use a new playing 
interface, upgraded for the 90s with 
ease of use in mind. All your main 
options are available through the 
mouse buttons, so you can make deci¬ 
sions quickly and act on them immedi¬ 
ately. 

The story behind Dark Sun is fresh 
and original — ideal for anyone who 
has overdosed on goblins, ores and 
pixies! You control a party of humans. 


“The interface is one of the 
best rve seen in an RPG” 

Cal Jones, Issue 26 

elves, ‘half-giants’, dwarves, or giant 
insectoid ‘thri-kreen’ on the once-fer- 
tile planet of Athas, now a parched 
and baking desert. Your quest is to 
save the planet — but first your party 
must escape from Draj, one of the 
main Athasian towns. 

Along the way, you’ll meet a weird 
and wonderful assortment of desert 
monsters: giant insects are the life- 
form most likely to survive and thrive 
in arid Athas. If you come across one 
bigger than you, kill it. If it’s roughly 
the same size, try talking to it first — 
then kill it. 

Combat apart, you’ll also be able to 
build up your powers of magic and cast 
spells for some smart moves and 
speedy despatch of your enemies. 

Role-players will find this a solid 
piece of entertainment well worth 
adding to their collection. 

TECHSPEC 
Minimum PC: 386SX 

Memory requirements: 2Mb RAM (4Mb rec¬ 
ommended) 

Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib, 
ProAudio Spectrum 

RATING: 7 

Reviewed PC Review Issue 26 

Fantasy Empires 

SSI 

£35.99 

An ambitious role-playing game with 


plenty of strategic elements in which 
you must expand your empire from a 
single province in the magical world of 
Mystara to all the 99 provinces which 
make up the land. Your combat skills 
will be brought ot the fore and you’ll 
need to recruit troops and train your 
party of assorted creatures, such as 
wizards, cleric, dwarves and elves. 

Advice is always at hand from the 
novel ‘dungeon master’, who is ever¬ 
present on screen and watching the 
play with a beady eye. 



TECHSPEC 

Minimum PC: 386DX (486 recommended) 
Memory requirements: 3Mb extended mem¬ 
ory 

Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 
RATING: ? 

Reviewed PC Review Issue 27 

Blade of Destiny 

Attic Software 
£39.99 

Based on the highly successful German 
board game Das Schwarze Auge, Blade 
of Destiny features 256-colour graphics 
and up to 400 hours of playing time. 
With a large cast of traditional role- 


From ores and goblins to 


giant insects 

Computer role«playmg games have been in vogue ever since the first pointy 
sword appeared on>screen. Traditional games are covered by specialists 
such as SSI, with its Advanced Dungeons & Dragons series, and these are 
available exclusively through US Gold. Whether you’re a purist at heart, or 
just looking for a new RPG to try out, have a look at the range on offer here. 
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playing characters, such as goblins, 
elves and dwarves, a mediaeval style 
background, and, of course, plenty of 
taverns to pick up on the latest gossip. 
Blade of Destiny is a vast and very 
detailed game. It should please role- 
playing purists, although the weight of 
statistics and detail may be off-putting 
to newcomers to the genre. 

TECHSPEC 
Minimum PC; 286 

Memory requirements: 640K RAM, 600K 
free conventional memory 
Graphics: VGA 

Sound; Sound Blaster, Roland, Ad Lib, Pro 
Audio Spectrum, Thunderboard, Tandy 

RATING: 3 

Reviewed PC Review Issue 23 

Darkside of Xeen 


traditional RPG is no good at all with¬ 
out an underground maze). In 
Castleview alone, there are six sub¬ 
quests to undertake, so Darkside will 
be keeping you up until the wee small 
hours, especially if you want to master 
over 70 spells in the magic system and 
the awesome array of weaponry which 
will see off your opponents in combat. 

Finally, the puzzles are complex and 
not hmited simply to looking for keys 
and secret entrances and you may well 
want to keep a notepad handy. 

It might sound daunting, but begin¬ 
ners would get a very solid grounding 
in traditional RPG play from Darkside 
and old hands at Might and Magic will 
find nothing to disappoint them here. 

TECHSPEC 

Minimum PC: 286 PC, minimum i6MHz 
Memory requirements: 640K RAM, 570K free 
conventional RAM 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib, Wave 
Blaster, Pro Audio Spectrum 
RATING: 6 

Reviewed PC Review Issue 23 

Eye of the 
Beholder III 

SSI 

£39.99 


I 

! 



New World Computing 
£45.99 

The fifth adventure in the long-running 
Might and Magic series, you don’t have 
to have played any previous Xeen 
games to enjoy Darkside, although you 
can travel between this and its prede¬ 
cessor Clouds of Xeen, if you own both 
games — a nice original note. 

Newcomers to Xeen will find an intu¬ 
itive control system and a huge role- 
playing game in the traditional mould. 
You’ll journey from the city of 
Castleview, through deserts, forests, 
mountains, other towns and some 
unique locations, as well as the 
labyrinthine sewer system (after all, a 


Th^' 0 ^,'■sh the you behold the ^'uuied city of Myth Dryrti'ior. 

clouds howch' ^boM«, pohtchdihjs certMh doown ».riy tr^vellchs bold 
enou-sh to rc\ch the he^rt ot the city. 

Do you h5«.Me the strch-sth 3ind c to co^tihue? 


“A good deal of impressive speech, a flair for 
organised complexity and a huge game world” 

Gordon Houghton, Issue 23 


“Graphics are attractive and 
the presentation is of a high 
standard” 

Cal Jones, Issue 21 

The original Eye of the Beholder was a 
best-seller around the world, and 
Assault on Myth Drannor, the third in 
the canon, carries the series forward 
with a playing area twice the size of 
Eye of the Beholder II. 


The game world is mainly set out¬ 
doors, unlike its largely subterranean 
predecessors, and features a spectacu¬ 
lar, and sometime grisly array of sound 
effects to bring the game’s many and 
varied characters to hfe. 

Set in the lost city of Myth Drannor, 
you and your party must find and 
defeat the evil ‘Uche’ which has caused 
Myth Drannor to fall into ruin. 
Successful play relies more on puzzle¬ 
solving than combat skills, so peace- 
loving role-players will enjoy this. 

For Eye of the Beholder aficionados, 
the facility to import your party from 
previous games in the series means that 
you can continue with a familiar — 
and experienced — cast of characters, 
but newcomers to the Beholder canon 
should note that the game presents a 
tough challenge. 

TECHSPEC 
Minimum PC; 386 

Memory requirements: 640K RAM (iMb EMS 
for sound effects), 575K free conventional 
RAM 

Graphics: VGA 
Sound: Roland, Ad Lib 

RATING: 6 

Reviewed PC Review Issue 21 

Unlimited Adventures 

SSI 

£35.99 

So you think you could design your 
own role-playing game? Unlimited 
Adventures is an easy-to-use toolkit 
which will have you fighting monsters 
and exploring dungeons within hours 
— and all of them will have been 
designed by you. 

You don’t have to know how to pro¬ 
gram and you don’t even have to be 
technically-minded. You can put your 
walls, doors and interior decor on to 
the blank floorplan simply with the 
mouse, and there’s a vast image library 
chock-full of scenery, maps, ready¬ 
made monsters and non-playing char¬ 
acters that you can incorporate into 
your game. Or design your own ... with 
a paint program such as Deluxe Paint, 
you can import your own creations. 

Once the interiors are done, add 
‘events’, such as combat, hidden trea¬ 
sure, or teleporters to add life and 
variety to your creation. And that’s all 
there is to it: your own, simple role- 
playing game ready to go. 

TECHSPEC 

Minimum PC: 286 

Memory requirements: 640K RAM, 585K free 
RAM for sound, 524K with no sound 
Graphics; VGA 

Sound: Sound Blaster, Ad Lib 

RATING: 4 

Reviewed PC Review Issue 20 
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PREVIEW: TIE FIGHTER 


Expanding the 

Star Wars universe 


After the worldwide success of X*Wing, Lawrence Holland and Ed Kilham have 
been working on TIE Fighter, the Star Wars game which puts you on the side 
of the Empire. Lawrence Holland explains how TIE 
Fighter took shape and what the new features 
will be HV 


‘‘'Wf'vn inadi* I hr spacr rraf! 
inorr iiitrrrstin^ too. hi \-Wiii^ 
you liiihrt havt* a lot to shoot at. 
hut thrsi* havr a lot inorr tarjjrls, 
so that you can takr out. say, ■ S 
just the lasrr shir his, or I hr I ' 
(lorkinjj; plat!onus.'* \ 

Apart from I hr graphics — F 
which wrrt' pretty good to start | 
with — Mollauil and his tram at 1 
Prrrgriiir Software have also hern , 
working hard on the gamrplay and t 
iudiviilual missions. , 

*’ln the night rnginr. wr made the 
missions more detailed. There's a ' 
new weapon system with more 
weapons. Vou'll get more' informa¬ 
tion about what's going on in the mis¬ 
sions. so that the game tells more of a 
story rath<‘r than just being a ease of 
shoot and kill. 

"For example, you ll lx* ahh* to tar- 
g(*t a particular craft and find out what 
it's doing, what it's up to. Your superi¬ 
ors will tell you how things are going 
and what your status is in the mission. 
\\e'\e also \aried the ehalhmges — we 
had feedhaek that the \-\\ ing missions 
wei e just too darn hard. 

d'lu* idea that the jda\er should feel 
part of an ongoing I'ampaign. as 
opposed to IxMUg a lone pilot against 
tilt* mitire opjiosiiig forces is one which 
has r(*sult(Ml in most of the <*hangi‘s in 
the way that you play the game. \ou*re 
not on your own any more. 

on can call up support troojis. you 
ran ndoad. or you can reude/.\ous with 
the mothiM'ship. "fhere are more orders 
von can give your wingmeu. ami thex ’ll 
he smarter and more responsive so that 
voii don't IVel so much that you’re 
doing all the work. 

"Ill the mission briefing you can talk 
hack to your (*ommauder and find out 
what vour ol)j«‘ctives are — it's a whole 
interactive com ^•rsation so that vou 
feel better informed. In tin* mission 
itself vou'll have a handheld l omputer 
whii h logs the mission briefing and 


o. just how do you 
follow up X-Wing? 
Having brought 
the exploits of the 
Rebel Alliance to 


packed with (dial- 
leiiging missions, superb graphics and 
einematie eut-seenes for added atmos¬ 
phere and t)f <*ourse the autheutie Star 
Wars music, how can you ensure that 
the seipiel will imju’ove on it? 

"We took \-Wing as a start-off 
point, using the feedback we got from 
players and looking at the gaim* with a 
critical eye,” explains \-W ing and FIK 
Fighter co-designer Larry Holland. 
"We've added teidiuological ailvanees. 
using (ionrand shading in more 
detailed graphics. We've added tons of 
new craft, from Starfighters to meilium 
siz(‘d cargo and freight ships, to new 
destroyers — all things which so far 
haven't berni portrayed in the Star 


ars universe 


TIE Fighter traces 


the early career of 


Admiral Thrawn, 


who appears in 


give you 

information _ . 

on dmnand. 

For all this talk of interactive mis¬ 
sion briefings and liaison with your 
troops, the (‘ssential aim that made \- 
W ing so exciting is still tiu're: it's still 
"tense, exciting spaiM* combat at its 
con*.” Holland reassures us. 


Timothy Zahn's 


Star Wars novels. 


In defence of the 
Empire 

For most people, though, the burning 
issue is probably that in TIF Fighter, 
vou ve <‘hanged si<h‘s. Does Holland not 
worrv that having identified with the 
Rebel Mliam t* fighters throughout \- 
W ing. Imperial Pursuit, and R-W ing 
(not to iiK'iition R«*bel Assault), the iilea 
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aliM'ady told, hut to onricli and 
make tin* serit's jirou 

Ilolland's (‘oinpany Pcioji^riiu* lias 
had a toain of «‘i»!;ht pooph* workinjj; on 
riE Kijihloi" tin* X-Winj^ toaiii plus two 
additions. f*n(‘oinpassin^ dosignors, 
projirainniors, artists, 31) modellers 
and mission luiildrrs — usin**; tin* srpa- 
rati* mission Iniilding utility devisod for 
X-W inj? — workinji; ‘’“'a lot of lonj^ 
hours’". Aftrr 11-Wing an<l lm|M*rial 
Pursuit, work on FIE Eightrr startrd a 
year ago, while it has he(*n a full-time 
project since Si*ptt*mlM*r 1993. 


of actually liking Darth Vailar might he 
a hit. wt*ll. difficult? 

‘"'I'm sure tln*re*ll he a period of 
transition for people, hnt the charae- 
t«*rs that you me(*t in the gann* are mori* 
detailed. It’s halanced a hit. hecaiise 
some of the most intriguing characters 
in the Star Wars universe art* the hatl- 
dies — often mort* intt*resting than the 
‘goody twt) shoes’ good guys.” 

Talk tt) Holland for any h*ngth td’ 
time, and you gain the imprt*ssion that 
the Star Wars *uni- 


The world at war 

Of course, Ivarry Holland isn’t just a 
Star Wars spt*(‘ialist. He also wrote the 
trilogy <d‘ Worhl War 11 flight simula¬ 
tions for EucasArts: Batth* of Britain, 
Tln*ir Eiin*st Ihnir and S(*cret W eapons 
of the Luftwaffe, Wouhl he like to 
rt*visit that (*ra? 

“I’ll like to go hai k to Worhl War 2 
games, although that particular set of 
gam<*s has run its course. Of coursi*, 
IVIicroProse. Dynamix and Origin 
have taken up the theme now, 
^ whereas I had the turf to mys«*lf. 
But doing Star Wars has enai)h*<l 
me to grow and do something <lif- 
fer<*nt.” 

There’s also [denty of mih*ag<* 
i left in the Star Wars canon — 
J Oeorge Lucas, who produced tin* 
^ original films, hasn’t finish(*d yet. 

I “(H*orge Lucas is going hack into 
pnxluction to do a pre([uel movie, 
which t«*lls the story of Luke 
Skywalkt*!* and Ben Kenohi in llu*ir 
youth, so there’s material lh<*r(* for 
another game 


Now that you’re 


on the side of the 


Empire, your guns 


are aimed square¬ 


ly at the Rebels’ 


are intense interactive experiences — 
there’s discovery and not just <‘omhat. 
ril contiiUH* to develop <h*tailed worlds, 
ami when you g<*t to the stage when the 
une\p(‘cted should happen due to a 
natural ( omhination of circutnstam‘(*s, 
that’s tin* Virtual Woild we’re 
ail talking ahout. I’ve In-en 
working on Virtual Worlds for 
the last ten years — some- 
thing that should he easily / 
portahL* and ada|>taide y 
across all platforms and f 
experii nce. / 

“1 like produets for ; 
adults that make them 
think, make them learn, 
makt* them want to suc- 
i*i*ed. In the (‘oi'kpit of a 
Worhl War 11 plane, for ■ 
t*xample. you must learn 
ahout your ciafl in 
ord<*r to play tin* gann* 
successfully, hut it’s still 
a game — it’s not edu- 
tainim-nt.” ' . 


year 20(M), 
■k <d’ Star 

■ Wars.” 

Eor Holland, however, tin* satis¬ 
faction comes in designing games in 
which people can heli<*ve in the world 
h(‘’s created, if only for as long as the 
P(^ is switched on. 

"Personally I love en*ating interac¬ 
tive worlds which you can move around 
in. from Star Wars to World W'^ar 11. to 
being an explorer in dungeons. rin*se 


real to him. hut tln*n. oin* of the factors 
that made tin* original films so success¬ 
ful is that they porttrayeil a eredihle 
environnn*nt populated with interesting 
characters. 

“Star Wars tapped into a lot of 
human <|ualiti(*s: experiern t*. <h*sires 
and dreams. It has a rich set of unfor- 
g(‘ttahle chara<-t(*rs: Han Solo. Luke. 
Leia ami tin* di'oids. ddiey may not all 
have h('<*n fully rounded out hut thev 
enahled peoph* to come in a work on 
the universi* further in a way that 
(h*org(* [Lin as] is hapjiy to sei*. And 
thei(‘*s hei*n a r(*surgence, (d course, 
with the hooks ami tin* I S TV series. 
Ea(‘h om* of tln*se helps to huihl up the 
image, the story and the *tt*\ture’ of 
tin* univei se. 

" \s tin* *cin*ator’. I have a lot id* 
room to operate: there’s territory in 
the corners of universe and characters 
to develop. But you do need to make 
sure that you maintain consistency and 
you don’t i-ontradii t things, riie games 
trv to tell parallel stoi ies. not to repeat 


Above: The 3D 


models are now 


Gouraud shaded 


for extra realism. 


Left: An example 


of one of the many 


animated intervals 


between missions. 


PC REVIEW/US GOLD SUPPLEMENT 











REBEL ASSAULT/DELTA V 



P lenty of games make it into the 
charts, some reach number 
one, a few go on to be 
described as ‘classics’ and 
merit constant re-playing. But 
the rarest breed of all are 
those ehte titles which actual¬ 
ly ‘sell’ the hardware they 
were developed for; the games which 
make people go out to buy a computer 
just to play the game in question. 

One such game is Rebel Assault, the 
best-selling CD-ROM only game yet, 
which has persuaded many PC owners 
that it’s finally time to save up and buy 
a CD-ROM drive. 

Rebel Assault has everything going 
for it. LucasArts, the publisher, of 
course has that licence, so that the 
characters, locations and the actual 
music from the Star Wars series of 
movies can come to life on your screen, 
as you play a rookie pilot with the 
Rebel AUiance, leading through 15 lev¬ 
els of screamingly fast action to an 
encounter with Darth Vader himself. A 
bit of familiarity with the spacecraft, 
and the beautifully illustrated cut- 
scenes featuring Princess Leia, R2D2 
and the rest of the gang, go a long way 
towards increasing the enjoyment. 

True, the game isn’t the most diffi¬ 
cult in the world, but it has all the 


Above: familiar 
characters from 
the Star Wars 
series duly make 
an appearance in 
Rebel Assault, 
while outside, 
you get to do 
battle against the 
enemies of the 
Empire. 



essential ingredients for an absorbing 
playing experience: turn the lights 
down and the sound right up, and pre¬ 
pare to suspend all disbehef. 

The game opens on Tattooine and a 
training mission. As Rookie One, 
you’ll have to prove yourself in the 
canyon runs, overhead-view target 
shooting and through the asteroids. 
Pass this test and you’ll be ready to 
take on the Imperial forces.First you’ll 
be set the task of taking out the mas¬ 
sive Star destroyer which is orbiting 



the planet. Then plunge back down to 
the surface to pursue the TIE fighters 
in the canyons and eliminate the 
Imperial walkers. Next there’s another 
bout of dodge the asteroids — but this 
time the TIE fighters are on your tail. 

By this time, you should be an old 
head on young shoulders; if not, the 
high speed flight through the ice cav¬ 
erns on Hoth seeking out the probe 
droids should turn your hair white. 
The next level sees you back in open 
country destroying the AT-AT walkers, 
before you have to get through the 
rebel base on foot, shooting the enemy 
forces, to find your X-Wing has been 
impounded by the Empire. 

There’s more training before the 
grand showdown, the battle to destroy 
the Death Star. First there’s wave 
upon wave of TIE fighters to destory, 
then a dive on to the surface of the 
Death Star. Take out the laser cannon, 
plunge headlong into the trench and hit 
the target with your torpedo. Rookie 
One, the Rebel AUiance salutes you. 

Rebel Assault succeeds because it 
truly recreates the Star Wars atmos¬ 
phere, the attention to graphic and 
musical details is consistent throughout 
and because it’s gloriously simple both 
in concept and to play — the sort of 
game your CD-ROM deserves. 



Face to face 

with Darth Vader 

Bring the epic Star Wars saga to life on your PC 
screen with LucasArts’ first game designed specif* 
ically for CD*ROM — Rebel Assault 
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On a wing 
and a prayer 


F lijili! sinis 1m* lm‘»;«* 

imvvioMy proj^raiiis n‘(|iiirin^ a 
<h‘}j:n*<* in a<*ronanfic s and a .‘^00 
|»a«!;<* nianiial tn make scnsf* of 
llu* ronlrols, d'hal. at l«‘asl. is 
tin* thinking holiind Drita V . 
tin* fast arni fiiriniis nyin**; j^anu* 
from Urtlo’sda Softworks. ’“W <* 
vvantrd a fli^^ht simidation lliat would 
hr fun. fast and siinplr. to jirt tin* [day- 
f*r into llu* jjjanu* as soon as imssihlr.'*' 
(*\|dains I5rllu*sda*s V .1 l.akshmann. 
drsijiiuT of Drita V . 

Srt in tin* yrar 2‘M)(}. tin* arlion in 
Drila V lakes plaee in a workl in wliieli 
the woi'ld’s eor|>orations niakt* all their 
hiisiness transa<’tions in a ^iant i^lohal 
netwoi’k. Von |day a ‘net runner*', a 
sort of fiituristie d<*spat<‘h rid(*r. whose 
j<d) is to carry out tasks re<juir«‘<l hy 
the corporation you lM‘lon‘j; to. riiese 
ranjie from simple, hut lumest. messaj^e 
earr\inj 4 . to stealin*:; <lala from a rival 
eompanv. to alterin'* their access codes 
in an act of salutlap*. If you are siie- 
eessful in vour missions, you will he 
paid haiulsomely hy your (ompany; 
fail, and yoii ri* all on your own. 


The futuristic 
wasteland look 
of Delta V is cre¬ 
ated using 
Gouraud-shaded 
polygons 
throughout the 
game. 



Never mind those heavyweight flight simulations with the 


emphasis on authentic controls and cockpit reproductions, 
Delta V puts the accent firmly on seat of the pants flying and 
high speed excitement 



\(Ui pilot a riaee <*rafl, whose con¬ 
trols will he familiar to anyone wlu» has 
played a flij^ht sim h(*for<*. \s y<Mi 
projjjress through tin* jjame. yoiTIl he 
aide to up^rad<‘ vour trace to a h(‘tter 
syst<*m so that you can infiltrate otlu*r 
ar<‘as on the intei-net. 

Initially, you start out with the 
Hlaek Sun c'orporation. hut after you 
complete the first f<*w missions sue<*ess- 
fully, you discover that a hostile com¬ 
pany is out to destroy not oidy Hlaek 
Sun hut all thf* other corporations in 
your sector. Before Black Sun is tar¬ 
geted and annihilated, you must find 
out who the other company is and 
eliminate them. What makes Delta V 
stand out fr<un the <*rowd immediately 
is the (piality of the <j;raphies, particu¬ 
larly when you e(uisider how fast the 
game moves. Delta V uses (Huiraud- 
shaded polygons throughout for the 
haekground and craft, and all the 
detailing on th(* vehicles an* nuule up 
of other [udygon textures. 

“We deliherat< ly steered away from 
using hilma|>s on tiu* craft, ht'causi* it 
would slow it down and we would lose 


that eh‘an metallic* locdv to the* vc*hi- 
c'les,"*’ c*\piains V J. Bitmappc*d graph¬ 
ic's arc* usc*d to gocul c*ffc*c*t. howc*vc*r. 
lor the* c‘\plosions which l•i|^ through 
the* sc-rc'cn whc*n you clestrc»y an c*nemy 
c*raft — cu’ c*rash vcmrself. 

Alongside the* graphics, Bc‘thc*scla is 
also paying c'losc* attc*ntion to the* 
sound. c‘mplc»ying the* same* pc'ciplc* who 
workc*d cm Bc*thc*scla*s T’erminator 
Bampage*: Krie lic'herling for the* 
music*, and (Iraig Walton on the* sound 
effc'cls. The game* is c*urrc*nlly at the 
beta-testing stage and should be* 
rc*lc*asecl latc*r this month. 



PC REVIEW/US GOLD SUPPLEMENT 23 
























T his must be the ultimate Star 
Wars collection. Everything the 
discerning member of the Rebel 
Alliance needs to be well-clad 
and entertained and we’ve got 
a full set of the following for the 
lucky winner of this very spe¬ 
cial competition, brought to 
you courtesy of US Gold and PC Review. 

This is what will be landing on the door¬ 
mat of our first prize winner: 

■ A Chewbacca and Yoda complete 
head mask 

(for traveUing incognito) 

■ Star Wars boxer shorts 

(what every well-dressed TIE Fighter 
player is wearing this spring) 

■ X-Wing T-shirt (to keep warm) 

■ X-Wing baseball cap 

(to complete the ensemble) 

■ A complete set of VHS videos: Star 
Wars, The Empire Strikes Back, and 
Return of the Jedi 

■ A set of Star Wars posters 
■ One copy each of X-Wing, Imperial, 
Pursuit, B-Wing, Rebel Assault, and TIE 
Fighter 


Good grief! And as if that wasn’t enough, 
we’ve got five runners-up prizes of each 
of the superb LucasArts games, as hsted 


above, together with an X-Wing T-shirt. 
Now with prizes this good, you can’t 
expect that we’re going to dish them out 
to just anyone. You’ll have to prove your 
mettle with the quiz on the opposite page. 
Just pick the correct answers to each 
Star Wars-related question, and you’ll 
be put in the grand draw for the prizes. 

■ HOW TO ENTER 

Fill in the answers on the form on the 
right (you may use a photocopy if you 
don’t want to cut up the Ten Years of US 
Gold supplement), add your name and 
address, stick the form to the back of a 
postcard or a sealed envelope and send it 
to 

Star Wars Extravaganza! 

PC Review 
Priory Court 
30-32 Farringdon Lane 
London EC1R3AU 

and make sure that your entry reaches 
us by May 31st, 1994. This is the closing 
date and any entries that reach us after 
that date will not be put forward into the 
prize draw. 
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■ STAR WARS EXTRAVAGANZA 


Answers 


Name... 

Address 


Ql Tick this box if you don’t want to receive any literature form companies associat¬ 
ed with this competition 

Closing date May 31st, 1994 Ten Years of US Gold 




■ THE QUESTIONS 


1. In The Kmpire Strikes Hack. Man Solo was fr(»zeii in 

a) carbonite? b) gelignite? c) cellulite? 


k\ vv 


a) Mr Skywalker b) Obi Wan Kenobi c) Darth Vader 


a) one b) two c) three 


I . What kind of droid is (l.HPOy 

af maintenance b) protocol c) pleasure 


Who played Pi'ineess Leia in the Star Wars films? 

a)Debbie Reynolds b Carrie Fisher c)Cindy Crawford 


TH»?OTTLt 


TflfiCtTS: 


1 '^' [ * imtriffjir 


5THTU5 


STATUS 


■ RULES 

riu* first prize winnei- will he tin* first eorr(‘et entry 
s(‘h‘eted at random after the el(»sin«j; date. Phe next five 
eoi*r(‘et entri(‘s s(‘h‘eted will each win rnnners-iip prizes. 
hmploy(M‘s of ElMAP lma»:es, US (iold. LiieasArts. and 
their families and associates aic not (‘lij^ibh* to enter this 
(‘ompc'tition. 
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PREVIEW: WORLD CUP USA 1994 


P 


W hile none of the British 
teams has made it to the 
World Cup finals in the 
USA this summer, US 
Gold has qualified in its 
own way. The company 
has secured the licence to 
produce the official com¬ 
puter game of the World Cup, which 
means that it has sole use of propri¬ 
etary images and designs from the 
event, as well as — inevitably — the 
World Cup mascot. Striker. 

Of course, it has to produce a high 
quality football game to go with the 
licence as well, and because of the 
World Cup’s broad appeal, the game 
has to be as accessible and easy to get 
the hang of as possible. Controlling 
your players must be almost intuitive. 

Secondly, as the only World Cup 
computer game. World Cup USA 1994 
will be released simultaneously on nine 
different formats, including both PC 
CD-ROM and floppy disk. Play will 
obviously be skewed towards the tour¬ 
nament itself, but there will be the 
facility to play friendly, or practice 
games, so that you can hone your joy¬ 
stick or keyboard skills before taken 
your chosen team to the World Cup 
proper. There will also be a set of team 



World Cup 

The PC needs a high quality football game, and US Gold is pro¬ 
ducing the official World Cup computer game this summer. Read 
on for the very first preview of this most desirable of licences ... 



fever 


and squad options, which will enable 
you to — let’s be frank — rewrite his¬ 
tory. So your team didn’t qualify ... 
well, in World Cup USA 1994, you’ll 
be able to sneak them into the final 24. 
Specifically, you’ll be able to choose 
how to play the tournament: either 
with the actual teams, in the groups 
they have been drawn in by FIFA, or 
the Custom World Cup, in which you 
can swap teams around and substitute 
up to eight teams which failed to quah- 
fy in real life. This is where you can 
put your side in with San Marino, the 
Faeroes, and Malta, and woe betide 
you if you can’t quahfy for the quarter 
finals from that Uttle lot. 

So, having taken care of the not 
insignificant obstacle that a British 
software company is designing a game 
for a tournament in which no British 
teams will be taking part, what of the 
other options and the play? 

From the Team Editor, you’ll be 
able to choose your team’s strip, 
changing the shirt, shorts or socks to a 
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combination to your liking. Here you 
can also customise your team’s name, 
the player names — and their skin 
colour — and their statistics. You can 
select which players from the squad to 
pick for each match — 11 plus two sub¬ 
stitutes from five — and in the 
Formation Editor, you can determine 
how your team will play. 

The Formation Editor is 
the area intended to make 
the game playable for all 
standards of computer play¬ 
er. If you leave the formation 
settings as they are, you can 
simply play out the matches 
with the minimum of fuss. 

Once familiar with the game, 
you’ll be able to tweak factors 
such as attack/defence mode, 
and the players’ starting posi¬ 
tions, and fine-tune their on- 
pitch positions. Advanced play¬ 
ers may also want to make use of 
the Special Plays editor, which can be 
called up at any set piece during the 
match, such as a corner kick, or free- 
kick, and enables you to program in a 
sequen(^e of moves, so that you could 
map out some Gazza-style free-ki(;ks, 
for example. Set-pieces will also be 
available from the practice screen, so 
that you can perfect your free-kicks, 
throw-ins, penalty-taking, corners, or 
the centre kick-off before you actually 
get into the situation, unrehearsed, in a 
tournament match. 

In the match, there’ll be l.S different 
moves available, including the more 
spectacular bicycle, overhead, and 
scissor kicks. The control is based on 
the familiar ‘player nearest the ball’ 
principle, but you’ll be able to vary the 
power on shots: a low scudding volley, 
or a neat little chip, for example. 
Goalkeepers will be properly involved 
in the play, throwing out from the area 
and making one-handed saves as well 
as fully covering the ball. The game is 
still very much at the planning stages, 
so some details have still to be 
finalised. Definitely slated for inclu¬ 
sion, however, is the facility to pause 


the game at any stage to make a substi¬ 
tution, change your formation, replay 
the last few seconds of the game — 
good for gloating over a hapless oppo¬ 
nent, this one — or even to throw in 
the towel and stop the match altogether 
— and lose. 

You’ll also be able to control factors 
sucb as the weather (for 
wind and/or rain), the 
stickiness of the ball, 
the type of pitch, 
whether to play 
according to strict 
FIFA rules, or cheat 
just a little by 
switching off the 
offside rule, and/or 
the back-pass rule. 

You can alter the 
actual playing 
time, from three 
to 45 minutes, 
and also include up to 22 human 
players — or you can simply play on 
your own against the computer. 

Since this is the official game, you’U 
have access to a wealth of information 
about the World Cup venues, and will 
play on representations of the actual 
pitches. Tournament matches will be 


played with extra time and penalties if 
necessary, and after the final whistle, 
you’ll be able to dissect your team’s 
performance. Goals scored, shots on 
goal, disciphnary cards issued, corners 
for and against, free-kicks awarded, 
throw-ins likewise, percentage of time 
in possession, and attacking ... all these 
will be displayed after each 
match, enabling you to 
identify your areas of 
strength and weakness. 

There’ll also be all the 
usual tournament statistics 
that commentators are so 
fond of: the cleanest team in 
the finals, the top 10 scorers 
and the quickest goal scored, 
plus of course, the mini-league 
tables and knock-out tables 
once you get to that stage. 
Throughout the game, that 
stamp of World Cup authenticity 
will be there, with Striker the 
mascot introducing menus, and all the 
official World Cup logos in place. 

The game is being developed for the 
PC by Tiertex, and the CD-ROM ver¬ 
sion will also include more animations, 
and an on-screen help facihty. It is due 
to be released in June. 





Above left: these 
animations will 
pop up during 
the play and will 
be animated in 
the CD-ROM ver¬ 
sion. Fouls will 
be awarded, 
above right, and 
you’ll be able to 
vary the power of 
your shots, 
below. Left if 
Striker, the offi¬ 
cial mascot of 
the 1994 World 
Cup. 
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This is where it all started: World Class Leaderboard can be picked up for Links: The Challenge was a huge step forward, with detailed, high resolution 
£12.99 on the Kixx XL label. graphics, and — you’ll note — a much more complicated set of controls. 


Starting from scratch 

The history of Links 

Access has been developing golf games for eight years, from 
Leaderboard to Links to Links 386 Pro. We chart the history of 
this highly durable family of games 


I n the beginning there was 
Leaderboard. Developed for the 
Commodore 64, and released in 
February 1986, Leaderboard was 
the first truly satisfying golf game, 
with graphics good enough to por¬ 
tray representations of real-life 
courses. Playing on ‘real’ courses 
proved immediately popular, so Access 
was able to keep its customers coming 


back for more with the ‘executive’ add¬ 
on disks.When Access released its 
immediate successor. World Class 
Leaderboard, on the Atari ST, the 
potential of the then advanced 16-bit 
computers for clear and detailed 
graphics and precision in the play 
began to be reahsed. 

From here, it was a short step to 
bringing the game to the emerging PC 


format, and indeed you can still buy 
World Class Leaderboard for the PC, 
at its ‘golden oldie’ price of £12.99. 

However, Access hadn’t finished 
with the possibihties of playing golf on 
the PC, and by 1990 it was apparent 
that there was a market for a more 
sophisticated product, which could 
concentrate on being a golf ‘simula¬ 
tion’, rather than a golf game. 

The result was Links: The Challenge 
of Golf, first released in October 1990. 
The controls were overhauled, the 
graphics in high resolution VGA — 
which was something of a an eye-open¬ 
er back in 1990 — and although the 
game was uncJoubtedly aimed at ‘seri¬ 
ous’ computer golf players, the reten¬ 
tion of three playing levels — beginner, 
amateur and professional, with the 
program being increasingly less forgiv¬ 
ing of poorly timed shots — meant that 
it lost none of its accessibihty. 

Links: The Challenge also promised 
an even more accurate rendition of the 
golf course than ever before. The origi¬ 
nal program featured the Torrey Pines 
course on the west coast of the US, and 
displayed every slope and hill and 
curve in the terrain. 

Before programming even began, the 
Access development team spent two 
months at Torrey Pines, filming tin* 



The venue for the 
1993 Ryder Cup, 
The Belfry was 
converted from a 
potato farm to a 
championship 
golf course by 
Peter Alliss and 
Dave Thomas. 
Access used 
Kodak CD tech¬ 
nology to digitise 
film footage for 
its rendition of 
the Brabazon 
course for Links 
386 Pro. 






























The course at Mauna Kea, Hawaii, was carved out of 
solid lava to provide a contrast of fairway, dark vol¬ 
canic rock and Hawaiian flora. The Links design 
team filmed its footage in late spring to take advan¬ 
tage of its natural beauty for this add-on course disk. 


High up in the Canadian Rockies, Banff Springs was 
designed in 1928 to follow the Bow River under the 
snow-capped peaks. This course disk is almost 
worth buying just to play the famous Devil’s Cauldron 
par 3: the tee is perched above a tiny emerald lake. 


The densely wooded Pinehurst Resort and Country 
Club is also one of the golfing world’s most exclusive 
locations: comparatively few amateur golfers will get 
closer to playing the course than a round on its Links 
rendition. 


entire course on video, and taking 
more than 500 aerial and landscape 
pictures. They used topographical 
drawings as a base for the land data, 
and using information about the pre¬ 
vailing winds and weather, incorporat¬ 
ed these into the program. Hazards 
such as water, trees and bunkers were 
placed in their actual locations — in 
some cases, using digitised renditions 
of the real thing. In terms of presenta¬ 
tion and attention to detail it was way 
ahead of its time. 

Again, once players had grown 
familiar with Torrey Pines, extra 
courses proved popular and the same 
care and detailed preparation was 
undertaken with these, the first of 
which. Firestone and Bountiful, 
appeared in 1991. 

As PC games players upgraded to 
the 386 standard in the early 1990s, so 
Access saw the opportunity for max¬ 
imising the sophistication of Links with 
a 386-only version which could really 
make use of the 32-bit power of the 
processor. Links 386 Pro appeared in 
July 1992 and added a number of pre¬ 
sentational and finishing touches. 

The split screen option enables you 
to see an overhead picture of the whole 
hole, and the putting green as well as 
the standard shot of you teeing up 
lookng down the fairway. The control 
bar at the foot of the screen was tidied 
up and redesigned to make it easier to 
tweak the options and select the shot. 
The improved graphics allowed for 
even more course detail. 

Its most intriguing feature — and 
possibly the most under used — is the 
abihty to record an entire game, save it 
to disk and present this disk to a friend 
as a sort of mini add-on. Your friend 
can now play ‘against’ you, since the 
computer will play your shots exactly 
as you did. This doesn’t of course 
replace the standard multi-player 
options, with up to eight human play¬ 
ers able to take part at once. 

There is now a grand total of 14 add¬ 
on disks for the Links family, many of 
which are based on American courses, 
but the UK is in with a shout with The 
Belfry. Links has also been used in a 
number of golf ‘simulators’, where you 
can play golf indoors, in your lunch 
hour, taking swings for real with your 
shots then portrayed on a big-screen 
versions of Links. It is also the base 
[>rogram for Microsoft Golf, and the 
a<ld-on courses are fully compatible. 

And what of the future? You don't 
need a great deal of clairvoyance to 
guess that the use of film footage of 
course views and digitisation of the 
landscape lends itself very neatly to a 
multimedia Links, and Access’s vice- 
president David Ashby reveals that 
Links 486 CD is scheduled for release 
later this year using fully digitised ren¬ 
ditions of the courses. The longest-run¬ 
ning series of com|)ut<‘r golf games has 


Pebble Beach has been the venue for three US Open 
Championships and in its setting along the shores of 
Carmel Bay in California, must be one of the most 
beautiful — and challenging — golf courses in the 
world. 


Firestone Country Club, in Akron, Ohio, is a regular 
venue on the PGA World Tour. Access deliberately 
set its Links version of Firestone in late October to 
take advantage of the autumn colours. Who says 
there’s no art in computers? 


Landscaped in rolling hills and pine forest, the 
Copperhead course at Innisbrook isn’t typical 
Floridan terrain, but at 7,031 yards it’s an extremely 
challenging course for all golfers, whether in plus- 
fours or with PCs. 
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Although we’ve featured mainly brand new and forthcoming games in this supplement, US 
ing Stronghold, the official licensed version of Scrabble, monster hits such as Streetfighter 


Kingmaker 

us Gold 
£37.99 



Take a journey back in time to the 
Middle Ages in this game of strategy 
and political shenanigans set during the 
Wars of the Roses. Kingmaker is a 
faithful adaptation of a board game 
which has been popular for for 20 
years, and fleshes out the gameplay 
with sophisticated, 3D-style graphics 
and digitised speech. 
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“Kingmaker is a fine game and many of its quali¬ 
ties continue to shine through” 

Simon Shaw, Issue 26 


At the start of the game, you are 
‘dealt’ a series of ‘cards’, which repre¬ 
sent the characters which constitute 
your baronial faction — you might be 
dealt a powerful nobleman such as 
Percy of Northumberland, who comes 
complete with vast tracts of land and 
troops, a couple of bishops and some 
ships for transport. This hand is dealt 
out at random, which means you can 
play the game many times with differ¬ 
ent cards dealt each time. 

Through combat, political skill and 
sheer low cunning, you must capture a 
royal heir and defeat the other factions 
(from one to five — you choose how 
many opposing factions to take on) so 
that your heir becomes the crowned 
King of England. 

You can lay siege to your opponents, 
holed up in their castles, or you can 
opt for no-holds-barred combat, either 
slugging it out on the isometric display 
screens, or letting the computer take 
the strain. 


TECHSPEC 
Minimum PC: 386 

Memory requirements: iMb extended memo¬ 
ry, 590K free conventional RAM 
Graphics: VGA 

Sound: Sound Blaster, Roland and Ad Lib. 
Digitised speech with Sound Blaster Pro 

RATING: 6 

Reviewed PC Review Issue 26 


Stronghold 

SSI 

£34.99 



A delightfully original game which suc¬ 
cessfully marries role-playing elements 
with empire-building. Stronghold pits 
you in charge of a embryonic communi¬ 
ty in an isolated spot, surrounded by 
some distinctly unfriendly predators. 
Now you must not only keep your com- 
mmunity alive, but help your people to 
thrive, while you yourself progress 
through the ranks to emperor of the 
land. The cast of characters could have 
come straight from an RPG: ores, 
trolls, and elves all feature and the five 
characters that your domain begins 
with are rolled up, RPG style. 

From there on, you need to keep 
your people fed, watered and housed, 
working for a living and developing an 
economic system. They should be 
strong enough to defeat enemies in 
combat, and civilised enough to build 
their own stable community. 

Stronghold is also notable for the 
fact that you can choose to play in 
three distinct ways: ‘lawful’, in which 
your objective is to be crowned emper¬ 
or; ‘chaotic’ — just massacre the bad¬ 
dies; or ‘neutral’, in which you must do 



“Unusual, charming ... a game 
that has kept me thoroughly 
absorbed for the past few 
weeks” 

John Bennett, Issue 24 


both. The truly appealing and clearly 
detailed graphics help the whole play¬ 
ing experience along as well. 

TECHSPEC 

Minimum PC: 286 

Memory requirements: 2Mb RAM, 585K free 
conventional memory 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: 7 

Reviewed PC Review Issue 24 

Archon Ultra 

SSI 

£30.99 

It looks a bit hke chess, and it plays a 
bit like chess, but Archon Ultra is an 
original board game. Initially released 
as Archon some 10 years ago, this ver¬ 
sion has been graphically updated with 
enhanced sound and more sophistciat- 
ed gameplay. 

The pieces on the 9x9 squared 
board, representing the forces of light 
versus darkness, each have their own 
set moves, d la chess, but when a cap¬ 
ture is imminent, the two pieces must 



“If you manage to get hooked 
in the first few minutes, it will 
be a very long time before you 
get bored” 

Gordon Houghton, Issue 30 



do battle to determine which one con¬ 
quers the square. Normally, the 
stronger piece will defeat the weaker 
one, but with deft play in attack or 
defence you could spring a surprise. 

Archon Ultra also includes magic — 
two of your playing pieces have spell- 
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Gold has a wide variety of games in its current catalogue. There’s the enormously appeal* 
II... Read on for a complete run-down of current titles 


casting powers, and a two-player 
option, in which you can play against a 
human opponent and pit your strategic 
thinking against each other. Anyone 
who likes chess should find Archon 
Ultra utterly absorbing. 


TECHSPEC 

Minimum PC: 386, MS-DOS 5 or later 
Memory requirements: 640K 
Graphics: VGA 

Sound: Sound Blaster, Ad Lib, Roland 

RATING: 7 

Reviewed PC Review Issue 30 


Terminator Rampage 

Bethesda Softworks 
£39.99 

The plot is complex, inv( 
time travel, a modified Terminator 
called the Meta Node and the 
Cyberdyne laboratories, but all you 
really need to know is that you have a 
powerful array of weapons to hand and 
an awful lot of robots to shoot. 

With a firm grip on your handgun, 
M-16 or Uzi, you must search the eerily 
lit corridors of the Cyberdyne labs to 
find 16 pieces, or a super ‘laser gun’. 
The robot guards are liable to appear 
from nowhere, and you’ll need to be 
very fast with the trigger finger. 

TECHSPEC 

Minimum PC: 386 (486 recommended) 
Memory requirements: 2Mb RAM, 585K free 
conventional RAM 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 



RATING: 6 

Reviewed PC Review Issue 28 

“Rampage is one of the 
toughest games I’ve played in 
a long time” 

Dean Evans, Issue 28 



Scrabble 

us Gold 
£30.99 



The officially licensed version of 
Scrabble is a formidable opponent: it 
knows all the words in the Official 
Scrabble Word Guide and it has no 
inhibitions about getting all seven let¬ 
ters out in a single turn several times in 
one game. Luckily you can turn the 
computer opponent’s skill level up or 
down by selecting the size of the dictio¬ 
nary it will play with, or else you might 
find yourself being soundly defeated. 

This version of Scrabble sticks close¬ 
ly to the rules of the original: in prac¬ 
tice mode some leeway is allowed — 



“Plays an extremely strong 
game of Scrabble” 

Christina Erskine, Issue 16 


you can have another go if the comput¬ 
er challenges your word — but you can 
also play in competition mode, in which 
case not a hint of cheating is allowed 
and your scores will automatically be 
saved to disk. 

This is a faithful recreation of the 
classic board game suitable both for 
practice and for new players. 

TECHSPEC 

Minimum PC: 8086 

Memory requirements: 640K, free RAM 
varies — 590K to use the full dictionary 
Graphics: EGA, VGA 
Sound: Sound Blaster, Ad Lib 
RATING: 7 

Reviewed PC Review Issue 16 

Street Fighter II 

us Gold 
£29.99 

You’ll need sharp reflexes, nerves of 
steel and a whole lot of attitude to see 
off the fighters in this version of the 
classic arcade game. Choose your play¬ 



ing character and kick, punch or body 
charge your opponents into oblivion, 
either in a tournament setting or in 
simple head-to-head matches. And 
when you think you’ve got the comput¬ 
er licked, invite a friend round and 
slug it out in the two player version for 
more thrills and spills. 


TECHSPEC 

Minimum PC: 286 

Memory requirements: 640K RAM 



“When I need a bit of mindless 
mayhem, Street Fighter II has 
bundles more character and 
charisma than its rivals” 

John Bennett, Issue 25 


Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 
RATING: 6 

Reviewed PC Review Issue 25 




Comanche Maximum 
Overkill 

Novalogic 
£45.99 

Hehcopter simulations are all too rare, 
so when they look this good, you have 
to sit up and take notice. Novalogic has 
used Voxel Space technology to pro¬ 
duce the fast-moving landscape graph¬ 
ics, which whizz past your helicopter 
fluidly and smoothly, giving you a real 
impression of speed. 

A flying game rather than a tech- 
heavy flight simulation, Comanche will 
have you up, up and away within min¬ 
utes. If you go through the training 
games, where you are introduced to the 
weapons available and the possible ene¬ 
mies one by one, you should be profi- 
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cient with the craft and ready to start 
the missions proper. These are set in 
Pakistan and India in 1999, really 
make the most of those background 
graphics. As you fly over volcanic 



“People will look back on 
Comanche as the start of a 
new style of flight game” 

Paul Presley, Issue 16 

wastelands, through twisting narrow 
canyons, up hill and down vale, with 
the enemy lurking around every cor¬ 
ner, the tension mounts up. 

Also available for Comanche are two 
add-on disks: Mission Disk 1, and Over 
the Edge, at £19.99 each. 


TECHSPEC 
Minimum PC: 386 
Memory requirements: 4Mb RAM 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: 6 

Reviewed PC Review Issue 16 






Clash of Steel 

SSI 

£39.99 

Here’s a challenge: change the course 
of history by personally taking charge 
of either the Allies or the Axis countries 
in World War II. Control air, sea, and 
land forces, from September 1939 
onwards until the bitter end, over a 
terrain covering the Atlantic to the 
Russian Steppes. 

If this sound too daunting, don’t 
worry. There are also six time-limited 
scenarios from World War II set up for 
you to test your military skill with, but 
surely few players could resist the fas¬ 
cination of the ‘what-if?’ potential of 
running the war. 

Not only do you have military strate¬ 
gy to worry about, but you also need to 
manage the conflict from an economic 



standpoint. What do you need most, 
tanks, or warships — or R&D invest¬ 
ment for new technologies that might 

“A well thought out, well pre¬ 
sented and absorbing game 
with a number of innovative 
features” 

Simon Shaw, Issue 24 


win the war for you? With excellent 
graphics and a menu-based control sys¬ 
tem, Clash of Steel is as easy to play as 
it is satisfying in depth. 

TECHSPEC 


Minimum PC: 386 

Memory requirements: 2Mb RAM, 600K free 

conventional memory 

Graphics: VGA, SVGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: 7 

Reviewed PC Review Issue 24 


Secret 

Weapons of the 
Luftwaffe 

LucasArts 



£45.99 CD-ROM (disk version 
available from KixxXL late 1994) 


The last game in Lawrence Holland’s 
World War H trilogy puts you in the 
US Eighth Air Force against the com¬ 
bined might of the Luftwaffe, including 
prototype planes such as the fast, but 
short range Me 262 and the Me 163 
Komet. With fast dogfighting action, 
plus the strategic thinking needed for 
bombing missions, SWOTL on floppy 
disk was a winner. 

This CD-ROM version includes the 
four Tour of Duty extension disks, with 
even more planes to take to the skies 
above Europe: the P38 Lightning, 
Hel62 Volksjager, P-80 Shooting Star 
and Gotha 326. 



TECHSPEC 

Minimum PC: 286 with CD-ROM drive 
Memory requirements: 640K 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: NOT REVIEWED 

Terminator 2029 

Bethesda Softworks 
£39.99 

In a post-holocaust future, legions of 
Terminators are out to destroy what 
remains of the human race. Clad in the 
very latest cybernetic exoskeleton 
armour, bearing a variety of exotic 
weapons, your job is to go out there 
into the wilderness, take out their 



bases, steal their technology and of 
course rid the world of the Terminators 
themselves. 

Terminator 2029 portrays a gloomy, 
deteriorating world which exactly cap¬ 
tures the dark atmosphere from the 
legendary Terminator films. Aside 
from completing the missions and 
killing terminators, it also offers strate¬ 
gic elements: you’ll need to take time 
out to repair your body armour, for 
example. There are 19 missions in all 
— do you have the nerve to see it 
through? 

TECHSPEC 
Minimum PC: 286 
Memory requirements: 640K RAM 
Graphics: VGA 

Sound: Sound Blaster, Roland 
Reviewed PC Review Issue 21 

“Terminator 2029 is not a 
game for the faint-hearted” 

Cal Jones, Issue 21 



Great Naval Battles 
— Admirals 
Edition 

SSI 

£44.99 CD-ROM (disk ver- 
Sion available from Kixx XL 




o 


late 1994) 

SSI’s Great Naval Battles put you in 
charge of surface warfare in the 
Atlantic between 1939 and 1943. You 
could be in command of the Royal 
Navy or the German Kriegsmarine, and 
play at engagement, operations or cam¬ 
paign levels. Engagement places you in 
a single encounter between two or more 
ships or task forces; operations puts 
you in charge of particular scenarios, 
such as the Battle of the Barents Sea in 
1942-43; campaigns has you master¬ 
minding your entire fleet for the whole 
four years. 

This CD-ROM version includes not 
only the original game, but also the 
three expansion disks: America in the 
Atlantic, Superships and the Scenario 
Builder. It also contains 120 clips of 
live action from World War H which 
really brings the game to life before 
your eyes. Armchair naval strategists 
should look no further. 


TECHSPEC 

Minimum PC: 386 with CD-ROM drive 
Memory requirements: 640K 
Graphics: VGA 

Sound: Sound Blaster, Roland, Ad Lib 

RATING: NOT REVIEWED 
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YOUR COMPLETE GUIDE TO PC ENTERTAINMENT 


MAY 1994 • £ 3.95 


If you're switched on to PC, get switched on to PC REVIEW! 

OUT ON THE 15TH OF EVERY MONTH! 


You spend ages choosing the right PC; the machine which delivers the best performance for money, one which can keep you 
ahead of the crowd, and most importantly, a machine which you can he proud of owning. 

Shouldn't you be as discerning when you choose a magazine to keep you informed and entertained? 

PC REVIEW is the magazine which has been designed with all your needs in mind. It covers the latest technology and software, 
including the best games and how to play them. It also delivers the hottest previews and reviews of the latest developments in 

the PC arena. 

Whether you're an old hand or a new user, PC REVIEW delivers the expert coverage you need to get the most from your machine. 
















FI9 STeALTH 
FIGHTER 


INDIANA JONES 
and th€ LAST 
CRUSADE 

TH6 GRAPHIC ADVCNTURe 


Ml TANK PLATOON 


ROBIN HOOD 




FIS STRIKE EAGLE II 




NIGHT SHIFT™ 




■ Coming soon (Check with your local retailer or Kixx for availability ) All other titles are available now from all leading computer software retailers: in case of difficulty or should you require any further information please 
contact Kixx on 021 625 3311. For hardware compatibilities, please refer to the box or alternatively contact Kixx , Prices correct at the time of going to press (August 1993) Kixx reserve the right to change the recommended 
retail prices without prior notice 


The Secret of Monkey Island game ird990 LucasArts Entertainment Company Loom game '' 1990 Lucasfilm Ltd Night Shift game 'r 1990 Project Management Consultancy Ltd and LucasArts Entertainment 
Company Indiana Jones and the Last Crusade - The Graphic Adventure and Maniac Mansion games >'1989 Lucasfilm Ltd Battlehawks 1942 and Zak McKracken and the Alien Mindbenders games <' 1988 
Lucasfilm Ltd All rights reserved Used under authorisation The Secret of Monkey Island and Loom are registered trademarks of LucasArts Entertainment Company. Night Shift. Indiana Jones and The Last Crusade 
The Graphic Adventure. Night Shift and LucasArts are trademarks of LucasArts Entertainment Company. Indiana Jones. Indiana Jones and the Last Crusade. Maniac-Mansion. Battlehawks 1942 and Zak McKracken 
and the Alien Mindbenders are registered trademarks of Lucasfilm Ltd The LucasArts logo is a registered service mark of LucasArts Entertainment Company Used under authorisation. 


Links - The Challenge of Golf and World Class Leader Board - The Series <’ Access Software Inc All rights reserved. Cruise for a Corpse, Another World, Operation Stealth and Future Wars r Delphine Software 
International All rights reserved Knights of the Sky, Gunship, FI 5 Strike Eagle II, Pirates, F19 Stealth Fighter, Ml Tank Platoon & Midwinter MicroProse Software Inc. All rights reserved Midwinter II 
<■ Maelstrom Games & MicroProse Software Inc All rights reserved Eye of the Beholder ADVANCED DUNGEONS & DRAGONS. FORGOTTEN REALMS . and the TSR logo are trademarks owned by TSR. Inc. 
and used under license from Strategic Simulations. Inc r 1990,1993 TSR. Inc r 1990 . 1 993 Strategic Simulations. Inc All rights reserved. Cybercon III r US Gold Ltd All rights reserved. Robin Hood '*• Millennium/ 
Bramware All rights reserved All titles licensed to Kixx Unauthorised copying, lending or resale by any means strictly prohibited 


PIRATES! 


If you know a great game 
when you see one - and 
you recognise value for 
money - look no further 
than KIXX XL 


Whether you're a flight 
sim. addict, an intrepid 
graphic adventurer or you 
like to test your wits 
against a wicked role- 
playing creature, the KIXX 
XL collection will spoil you 
for choice. 


KIXX XL offers you games 
from the world’s finest 
software publishers, 
including LucasArts. 
MicroProse. 551. Access. 
Delphine and U. 5. Gold - 
names synonymous with 
quality and state-of-the- 
art technology, at truly 
affordable prices. 


KIXX XL. When you've 
found eXceLlence... why 
compromise? 


ACCESS f lib ACCESS 


TH€ SGCRGT OF MONKGY 
ISLAND® 

A Hilarious Graphic AdventurG 

♦ FGatures a wide variety of original 
entertaining puzzles. 

♦ Cinematic story telling. 

♦ High resolution graphics and special I 
animation. 

♦ Point n' click interface. 


Available for 

ATARI ST/CBM AMIGA/PC & 
COMPATIBLES 3.5" 


;.99 


£999 


each 


GYG OF THG BGHOLDGR 
A Fantasy Role-Playing Epic 

♦ IOO% point n' click game control. 

♦ Fully animated encounters with 
realistic perspective. 

♦ Control up to 6 characters. 

♦ A web of intrigue draws you into a 
totally addictive plot 

Available for 

CBM AMIGA/PC & COMPATIBLES 3.5" 


I.R.P. each 


£999 


LINKS - THG CHALLGNGG OF GOLF 

Golf Simulation So Realistic. You'll 
Think You're There! 

♦ Stunning graphics. 

♦ Incredible 3-0 contoured terrain. 

♦ Three levels of gameplay. 

♦ Adjustable golfer's stance and 
swing plane. 

Available for 

CBM AMIGA/PC & COMPATIBLES 3.5" 

R.R.P. eIG'^^ each 
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KIXX XL - THG RANGE 

Format Availability & RRP’S 

CluE Books 

TitlE 

Atari ST 

CBM Amiga 

PC & 

Compatibles 3.5" 


The Secret of Monkey Island * 

£16.99 

£16.99 

£16.99 

£9.99 

Eye of the Beholder* 

- 

£16.99 

£16.99 

£9.99 

Links - The Challenge of Golf* 

- 

£16.99 

£16.99 

- 

Cruise for a Corpse""* 

£14.99 

£14.99 

£14.99 

. 

Knights of the Sky* 

£16.99 

£16.99 

£16.99 

. 

Gunship'^'* 

£12.99 

£12.99 

£12.99 

. 

Another World* 

£14.99 

£14.99 

£14.99 

. 

Robin Hood* 

£12.99 

£12.99 

£12.99 

. 

Night Shift'^'* 

£12.99 

£12.99 

£12.99 

. 

Cybercon III* 

£12.99 

£12.99 

£12.99 

. 

FIS Strike Eagle II 

£16.99 

£16.99 

£16.99 

. 

Pirates! 

£12.99 

£12.99 

£12.99 

. 

FIS Stealth Fighter 

£16.99 

£16.99 

£16.99 

. 

Indiana Jones and the Last Crusade 

The Graphic Adventure 

£14.99 

£14.99 

£IS.99 

£S.99 

Ml Tank Platoon 

£14.99 

£14.99 

£14.99 

- 

Midwinter 

£12.99 

£12.99 

£12.99 

. 

Midwinter II 

£16.99 

£16.99 

£16.99 

. 

Loom 

£14.99 

£14.99 

£14.99 

£7.99 

Maniac Mansion 

£12.99 

£12.99 

£12.99 

- 

Operation Stealth 

£14.99 

£14.99 

£14.99 

- 

Zak McKracken and the Alien Mindbenders 

£12.99 

£12.99 

£12.99 

£5.99 

Battlehawks 1942 

£14.99 

£14.99 

£14.99 

. 

Future Wars 

£12.99 

£12.99 

£12.99 

. 

World Class Leader Board''* - The Series 

- 

- 

£12.99 

- 




COMING SOON FROM SI6RRA 

♦ HOYL6S BOOK OF GAM65 VOL I 

♦ LGISUR6 SUIT LARRY I 

♦ KINGS OUeST I 

♦ SPACE OU6ST I 

♦ POLICE OUEST I 

♦ OUEST FOR GLORY I 


FOR FORMAT AVAILABILITY CONTACT KIXX 

^SIERHA 



Klxx. Units B/3 Holford Way. Holford. 
Birmingham. B6 7AX. Tel No: 02i 625 3311. 

































































